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Rhfcrl* of [Winy J mrn 1he Realms of 
Axarwa' world is based on Germany s 
mast successful rale-p4§iying sarie*. and 
Has a myriad of -eaturaa IhaE make Ihis 

: uttjy* i anga 

Over 400 hours of gamaplay 
Slunning graphics 

• 2 kau^l& 01 drtltCuriy. which rftally do 
caier For both novice and expert RPG 
gamers #Uk# 

* 12 different races,, inhabling aver 
levins and plages. 


EXPERIENCE A 
MILESTONE IN ARCADE 
ADVENTURE 

Fas! moving adion anc fidventura tt«tgr^ 
irt this uruQue comtHftafic*-i a* graphics, 
awaliQfi and musk;. Produced by 
Of^iprine Seflwwa, am of i yropa's most 
respected development nooses. 
Ra^hbcli :k breads f«w p/ou^d " computer 
games eKCitem#ni ana mfrigu* 
As|q- if-ing|y Melike character animation 
is achieved by lhe mnoval .:■ :-.i'im- 
or Rotoscop^g a technique lirft 
devalop«d tyy iht> Prim mri-jSify w animate 
cartoons. Adors are lilmed performing an 
oF the rnovamanfls to be leatured in the 
game and stills From ih*** **qu*nce S are 
used io rai-rreata *ha motfemsms W 
screen. 

Available on: 

Amiga and PC A Compalib*es 
I VGA 55 1 ":-- i- ■ memory Hard Dnvb. 
HigT* Dsnsity Supports AdUfci ru and 
^unrjEka&ier Hard Drive requires 8Mb c* 
1ree memory td^nalall). 


ROLE -PLAYING FANTASY 
AT ITS MOST REAL... 

LtQtndt ol Valour ■ The Dawrtong, gives 
you the Iraedom to make your o*n 
choices, move around, and create your 
own litesiyte and CffW path in the rich 
and detailed lown of Mifieldorl Travel at 
will above lhe ground or m the mites OF 

iinrX-Kiriiii- d • ivm- : . -iiHlS .i d ^.HwfiS 
H's your life Id ma*e oF «1 whal you will 1 

• Smooch scrolling, texiure mapped 3-D 
viewpoint. 

• Au^ocomfcit rar ; 'ly 
4 Novice mode lor beginners. 

• From the creator o* 1he award winrwug 
'CtyporartOrV 

"Prorjahly on$ o1 lhe mosl raksd ai?oul 
games by Magazine reviewers 1h*g year." 
Availahl* on: 

Atari ST, Amiga and PC * Companu^. 
ItfGA.MCGA. minimum memory 640k. 
High Dansity Disk Ort¥# required. 
Supports AdLib 1 ". SoundBlaster and 

fitfand Sountf Cards-). 


THE WORLD S LEADING 
WORD GAME. 

Wharhar you'r* a wizard wnh words or vol 
spell Xylophone wrth a Z, you'll lOve this 
magical piece o1 programming from 
U.S Gold Scrabble lor your screen 
Challenge up to 3 rnpnrts <ji lake On ihy 
might oF the computer solo, 
i z skill to lasl iaasoftftd pro's or 
iirst lirners alike 

Cowlams avery singla page- 0« lhe 
ChamftVs Official Scrabble Dictionary - 
OW 134.0<3O words 

Print qui facility to relam t«nal ooard layQui 
Computer Scrabble - tor those who 
a nigfil on ih* tilus. 




Available un: 

Alan ST. Amiga and PC * CorrjMfcblBS 
(EGA, VGA, mammon memory laqiprari 
64CV Supports ArJLfc "and ■ 
ScHufldBlasteri. 





NEW GENERATION 
COMBAT SIMULATOR 

Chub ifHO Ihtf wc*pi of an 

X-Wing SlariigiTiair and battle lor freedom 
Thtf galaxy is being plundered by ine Qarfc 
£■6*, and yOu aw desperately r-eedec by 
the Rebel Alliance. Take ihe- controls q1 
rlnj X Wing Siarlighler - new' Experience 
Bhe ar>cfedible reajism c-l polygon graphs 
and bit mappaa special eHecl ?■ as you lly 
agair st oeadly TlE FiflMu • "'i '^en t , ■ 
Stir Oesl ■ "'v&rs Be swept aiong r>y the 
mrerac^ivf musical scory and diglized 
5la- Wars mov\a sound eriects Ai hyi ,i 

gefttatiOn of space combat 
lachnolcoy to chall^i^ |h# evil F^Dire 
Oeslroy tf>e Emperor's ultimata wi sopor 
arid et*d Ns tyranny . 
Available ant 

PC ft Compatibles I'MGGA, VGA, 
minimum memory required tvOOfc and 
High De> ::;i:y Disk Drive required. 
Supports AdLib rv SoundBlaster , Pro*udH5 
Speclrum and Roland Dos 3.1 or higher) 


\ 



ONLY ONE MAN CAN 
HANDLE THIS MUCH 
ACTION & ADVENTURE 

U S. Gold and LucasAns Games presen? 
Two Ihnftoo, versions of this feature game 
10 l*3t your nerve and brainpower - indy 
and :hf Fatso' Allanlis. Advenlure and 
Action. The Action gamn dishes oul all Ih^ 
KKCdeniOril vou am handle in a breathless 
race against rviI. 

Tha Clrapti": A.d^j?m jne oarne tests ycu* 
grey matter with some of the 10u$hu£i 
puuie* ^ 
Inc vidually, Ihey're Hfe hottesl propftrly 
this sid& o? Allanlis. TOflether, (hay're The I 
uflimate indy Experience 
Action & Advuntun* Available on; 
Amiga and PC & Cornp«|iDJes I EGA. VGA. 
MCjoA WOk required. Hard Dfiva. 
Hi9M>er^ii v Supports AjifcJb 
SoundBlaster antf RoTanc Sound '..: ardt). 
AelJan ditty. 

AEan 5T« Amstrad i ' Jak city) & Q&i 
cassel:e £ disk,, Spe^mm [1?flk only} 


So you think you can handle something 
heavier than a lightweight computer game. 
Pick up some serious software that's solid £ 
Gold_ U.S. Gold, that is, 

But be warned. Sparks will fly as you clash 
with one of the superbly crafted games in our 
hefty range- 

Whether its Dole-Playing, Word Games, 
Simulation, Adventure, Sports acid Action you 
go for* you'll need real mental muscle to 
snatch the ultimate victory. 
So grab a piece of the thinking person s 
action with U.S. Gold. 



And get some Heavy Ml eta I - 





HINTS TIPS 'IT HELP CALL THE GOLD PHONE 

-iPH 1 14MMF * ¥ ■ £VE Of THE BEHCi.DE R III ■ VEfLOF DAF1KNESS - DARK SUN ■ EYE OF IHE BEHtkCCfl - LHEMG 
OF DARKMOON -;EYE OF THE BE+OlDEP JRAGCnS OP F^Al* + 0«= THE UHOETfiL HNWlH 

OPfFWlCN STE^TH - ANOTHER iV/WJD ■ FLASRiACK ■ CRUISE FOR A CORPS! T E L <Att GM 284 
LUCASARTS HELPLINE • LtCHUCKS Hi . : nGE |MCr*Et lSlAW> ?| * WD I w JONES 0LAST CAUSAOC 4 FATE OF 
■ . Ak UcKHACKEN ' MW5ION ■ LOOM ■ THE SECRET Of UONKEY ISLAM - X-HMQ 

TEL. H» 654 123 lltfORIiATlOH LINE.: M$S 6H 12* < LEGENDS Of VALOUfl TEi W» HU M* * ACCESS 
HELPLINE MJAJQAITEL J'-H ■ SIR-TECH h£LPLT£. CRUSADERS OF THE DARK SAVANT " R 

br*in p'ff-idK by U.S. QOUl lM, UTirS 2. J MOLPtin WAT HCUDCfl Lf H.IMOHtW ■« 7JJ(, NvW«fl k»4tf If jllMifc iiiihhhi 
h li pht w. C*JIl i^m rttnv'v '.bM0 rtM. 4V itmhAi .1 «thir Ivmi. hiai E*mt ai hrra d ^otnf 1a fHtp. 

Wwi^ Iflfi] II in «| daubl canlacl U.L Add Cuihsmw ian-n.i h.p lull d«l.llL mi fuNtM .Khr^ r 4 n rf c #>fnvrrf> . 

Technical support Hotline 0902-640037 (Mtm-Fri) 


h shots iae omy Mf hi:t 

>FR*BL« &=rfft£H Dtf*B«h 


I .\t IM. :^Mf>'.*Y hCir "-HE SCREEN tfWMCS WlC^ WA' W*! 1 
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first you read , is the last we 
write. Isnl It a funny old 
world? 

EMAP Images 1993 




ello! Yes, it's rne - 
David, the editor. 
Regular readers 
will probably be a bit 
shocked to s«« my ugly 
mug turning up on the 
contents page (normally 
they don't have to start 
worrying about that until the start of the 
reviews) but now here I am, 'in your lace' as 
you kid* say p right at the beginning of the 
issue. And talking of the issue {great lifik!) r 
what a top assortment of stuff we have for 
you: Last Action Hero exclusive preview; 
massive CD 12 feature; Soccer Kid, Hired 
Guns, Premier Manager 2 and Ocean Golf (to 
name but a few) reviewed; and... ooh p stacks 
more. I'm getting a bit of a strange 'adult' 
feeling just writing about it. Hope it has the 
same effect on you! Enjoy yourselves and Til 
see you in a month! 

DAVID UPCHURCH, EDITOR. 



4 CONTENTS 

Er P you're reading 'em. 

5 BOOT SECTOR 

Er, you II be reading them next. {Do this properly or 
you're out. - Ed) 

1 3 NEWS 

Okay, okay, don't get heavy. Alfred Chicken runs 
for Parliament, Rally is announced and much more! 
(Is this okay?) (That's better. - Ed) 

18 WIN SOME PAINT! 

Pysgnosis offer you the chance to go paintballing 
with them in this saucy Hired Guns compo! 

20 LETTERS 

You wrote 'em so now you can read 'em! 

24 CD32 IS CO! 

All about CD and things like that. I prefer albums, 
anyway. Somehow they sound 'warmer'. CDs sound 
is so precise and clinical. I'd never sell me stereo... 
(You're slipping again. - Ed) 

35 WORK IN PROGRESS 
(now incorporating 

WHERE ARE YOU...?) 

Phew! Games! Loads of them! And they're all half 
finished! Can we review them? (No, let's leave that 
sort of thing to the other mags. - Ed) 

57 REVIEWS 

Phew! Games! Loads of them! And they're all fin- 
shed! Can we review them? (Oh f alright then, go 
on, - Ed) 




LAST ACTION 

Hi E R.Ck'a ■ ■ ■ ■ ■ ■ ■ ■ * ■■■■■■■■■■■■3 €■ 

You want action? You got it) Big Arnie 
bursts onto the Amiga in what looks set 
to be a supremely excellent fight in f - r n'- 
f urn pin' spin -off from his latest 
blockbuster movie! We tell you all about 
it - FIR5T P of course - on page 36. 





GAMES FEATURED IN THIS ISSUE 


C032 IS GO!. .2 

Phew? We've worked our sweet littJe 
butts off this month to bring you 
toads more stuff on the CD32. 
There's a report from the 'star- si 
ded r launch, a preview of the nei 
games coming out plus a chat to 
afid Joefine Public about what they 
think of the new machine. PLUS! We 
review the first CD32 games. Diggers 
and Pin ball Fantasies! 


L 


88 UPDATES 

Phew! (That's enough 
phews' now. -Ed) Pinbail 
Fantasies on the CD 32 1 
Brrrrrifliant! 


90 REPLAYS! 

It's like the computer games equivalent of The 
Golden Hour' on Wun Ef-Em, Here's Chase H.Q.2 
but what was the year? 

95 KILL ZONE! 

Oagga-dagga dagga! Take that nasty horrible 
games that are reaJly hard to complete! (It's the 
tips section, in other words. - Ed) 

116 DIARY OF A GAME 

Marty n Brown and the Team 17 boys take you 
through another hectic month in the life of Alien 
Breed 2. 

121 PD ZONE 

Where the wild things are. (Hang on, that's the 
title of a children's book, - Ed) 

124 YOU ARE A WINNER! 

Flim-flam-flom! Write to fit! 50 words at 10p a 
word - that's £5! {You've gone too far this time. 
Out! Out! OUT! Ill do the rest. - Ed) 

126 RECOMMENDED 

A most interesting part of the magazine, wherein 
the forty highest -rated games of the last year are 
collated in alphabetical order for your perusal. In 
essence it's a software buyer's guide but hopefully 
has vaJue beyond the purely monetary. (Yawn. - 
Everyone) 



SOCCER 


He's a kid'. And he 
likes 'soccer' „ Hence he 
must be r ahem, 'Soccer 
Kid'. After fifteen cen- 
turies in development 
the game's finally fin- 
ished and - thank 
gawd! - it's a smasher! 



ALFRED CHICKEN 

WIP 

BLADE OF DESTINY 

REVIEW 

! BLOB 

REVIEW 

| DIGGERS REVIEW | 

FIST FIGHTER 

REVIEW 

GULP 

WIP 

HIRED GUNS 

REVIEW 

JOCKY WILSON'S DARTS 

REVIEW 

KINGMAKER WIP 

LAMBORGHINI CHALLENGE WIP 

LAST ACTION HERD WI P 

MAN. UTD PREMIER 

WIP | 

MEAN ARENAS 

REVIEW § 

mi2j2^2ffiI3MMMB2flMIIMI 


NAPOLEONICS RE 


OPEN GOLF CHALLENGE RE 

SB 

OSCAR W 

ip 

THE PATRICIAN REVIEW 

PINBALL FANTASIES RE 


PREMIER MANAGER 2 REVIEW 


SEEK b DESTROY 


SUPER SPORT CHALLENGE 


SEE 


WIP 


REVIEW 


REVIEW 


SURF NINJA KIDS 

WIP 1 

THEATRE OF DEATH 

WIP | 


YO! JOE! 
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DISKS THI 


We know it's not Christmas or anything hut we've 
decided to be extra special to you this month. That's 
why you If find FfVE - that's F-l-V-E - playable demos 
mega-packed onto the disks. And what corkers they 
are too. But - hey! - that's enough of my yakking. 
What d r ya say - let's boogie! (Or, in Earth-speak, 
please turn the page.) 


LOADING YOUR DISKS 

1 , Grasp the chosen disk 
between finger unci thumb and 
gently Smart it Into your disk 
drive. 

2. Turn m your Amiga and 
make your Hlectf on erf love, 
2. Sing songs of happiness as 
demo after demo plops 
toasted and buttered into your 
mouth lasting oh-so-slightly of 
kipper. (That's enough 
'wackiness" - Ed.) 


BUBBA 'ft STIX . 

Core Design (1Mb only) ll ■ 



Thh hrfs got to be one of the sexiest- 
looking demos that we've been for- 
tunate enough to offer you lucky 
readers in a long while so don't wait 
around ■ load it up this very second! 

The game 's hero is Bubba, a rather 
ordinary delivery man r who is out 
one day delivering a load of animals 


to the local zoo. Suddenly an alien 
space ship on the look-out for exot- 
ic intergalactk creatures descends 
from the skies and kidnaps him, 
complete with lorry, As the craft 
screeches away through space an 
accident causes it to lose control The 
craft s doors burst open, throwing 




Bubba, along with other bizarre cap- 
tives, onto a planet below, gust sec- 
onds before it crashes. When Bubba 
comes to he finds himself with a new 
friend - Stix, a cute stick-like creature 
that was one of his fellow prisoners 
on the alien ship. Hand-in-hand r the 
two set out to get back home.., 

Bubba 'n r Stix is the latest puzzle 
adventure from Core Design. Essen- 
tially it's a platform game - but with 
a twist. As Bubba trots along, he 
must use Stix in a variety of ways to 
overcome the obstacles he faces. 
Bubba, as well as being able to use 
the Stix as a club to beat enemies 



Blimey heck and flophgJ (Excuse me? - Ed.) Yes r The One offers you another supa-sexy, 
once-in-a-lifetime opportunity to see some of the best disks this side of Disk Heaven. What 
can I say? Cleverly disguised as humble 'ordinary' coverdisks, you'll find the best in 
previews and hot demo action folded and packed onto those bjue square things we always 
stick on the front of each issue. As always, Matt Broughton is your host. 


r 


li 



DISK A 

BUBBA 


STIX 


DISK B 

F-117A, DEEP CORE & 
|| I SUB. COMMANDO 



Not pressed. 
Pressed 


Jump. 
Throw St in into tttfl lir. 


Walk left- 
Bubha will 
break into a 
run after m 
while. 


Tap Fire to 
make Bubba 
use Stix like 
a baseball 
bat, or bold 
down Fire to 
throw him 
or 'us*' him 
on 

obstacles. 



Walk right 
- Bubba 
will break 
into a run 
after a 
while 


Crouch. 


Tap Fire to 
make 
Bubba use 
Stix like a 
baseball 
but, or 
hold down 
Firt to 
throw him 
or 'use' 
him on 
obstacles. 


Tap Fire to make Bubba use Stix like a snooker cue. or hold down Fire 
to throw him. 


over the head with, can employ Stix 
as a lever F a snooker cup, a tightrope 
balance, a javelin, a baseball bat and 
a platform to walk atrosv Stix is 
nothing if not versatile. 

This demo shows just a tiny piece 
of the first level ■ the Alien Forest - 
with the full game being available 
sometime in September. Enjoy your- 


self, but watch out for those trees! 
PLEASE NOTE' You must remove any 
external peripherals, like disk drives 
and printers, from your machine for 
this demo to work. Also, please make 
sure that you select the right demo 
for your machine from the main 
menu. Thank you for your kind atten- 
tion. 



OVERDRIVE 

Team 17 (1 Mb only) 



Hey, are you ready for this? TEAM 17. 
Yeah, thought that might get you 
excited. You kids are so predictable, 
I mean just mention Team 17 and 
you all start getting a bit frothy. 
TEAM 17! TEAM 17! TEAM 17! I bet 
you're spinning now, aren't you? 
Well r that will seem like nothing once 
you qet your sweaty little hands on 
this darling. 

The long-awaited Overdrive is get- 
ting closer and we've managed to 
get one circuit for you to practice on. 
Though fairly bare compared to the 
sort of thing that you'll find in the 
finished product this is an excellent 
taste of things to come, I feel a bit 
redundant telling you how to play 
this demo as Team 17 have done 
their normal job of making it all nice 
ancl eavy to get into, so hold down 
Fire to accelerate and off you go. 

You're the only driver on this 



m * 




BOOT SECTOR 


demo track so it's a race against the 
clock time - Simon is The One's rep- 
resentative with a best lap time of 11 
seconds 60, so get your motor run- 
ning and take Si to the cleaners - if 
you can! 

If you're looking to set a top 
record you'll need to make good use 
of the turbo pads that can he found 
about the track as they will increase 


your top speed for a limited number 
of seconds. Other than that/ it's all 
jyst a matter of getting used to the 
car's handling and learning the 
course. If at first it all seems a hit fast 
don't worry, just keep going and 
you r ll find that with each lap you get 
more and more control. What more 
can I say - get going and don't stop 
until you puke, 


Accelerate 


Rotate Loft 



Rotate 
Right 



F-117A 
STEATH 
FIGHTER 2 

MicroProse (1Mb only) 



Thanks to our good mates at Mi em- 
press we are ab)e to give you a taster 
of their newest sirn F-1 17A in the form 
of a single mission disk. In this mission 
you have two specific targets to take 
out along with seeing off the many air- 
craft out to get you - chock out the in- 
game mission overview for more 
details. 

F-1 17A has all the stunning features 
that you've come to expect from Micro- 
Prose and more, with external views 
quite literally dripping from places you 
wouldn't imagine could drip. Cameras 
track you from all over the place as you 
let off chaff after chaff, s woo pin r an' a- 
loopin' around the great open skies. 
Make good use of the radar at all times 
and use the variable magnification on 
the scanner to see what else is around 
you to avoid those embarrassing 
moments of non-air supremacy. You'll 
find that you can't actually crash into 
the ground in this demo so that 
should help just a bit! 
I To take off initially, press thrust 
vM W until it reaches 100 and cruise 


along the run way r pulling up at the 
end - then you're away! Don't forget 
to raise your landing gear though. 

Unfortunately there's no music or 
sound effects in this demo but just 
heft out Ride Of The Valkeries F er 
Valkyrys, er Vat Kilmer -Oh sod it just 
bung on Dam busters in the back- 


[special 

F-117A 

T-SHIRT 

OFFER 

The One, Micro prose and Virgin 
Gam** Store have got together 
to off er you y*t another superb 
freeze opportunity If you take 
this demo to any Virgin Game* 
Store after F-1 17 A * release 
[September 14thJ and purchase 
the full f>ame r you will receiv* a 
free F-1 17* T-shirt, thiziaW V*" 
trendy youngsters just look 
tetter and better every days 


ground and let the atmosphere take 
you away. 

The plane movements (banking, 
etc.) are all controlled by the joystick, 
but what flight sim would be com- 
plete without the obligatory thou- 
sands of keys. Deep breath, here 
goes... 



"1 : 1 




i I 


CM All 

Pi'l 



Eft 


<ji • ■ i 

inn 

' mi 


OBLIGATORY 
THOUSANDS 
OF KEYS 

1 Flare 

2 Chaff 

3 IR jammer 

4 ECM 

5 Decoy 

6 Gear up/down 

7 Ay to pilot orVoff 

£ Bay door open/close 

9 ExtenWretract flaps 

Q Brake* 

+ ^ Increase throttle 
Decrease throttle 

Backspace or Fire- 
Fire cannon 

Return 

Fire weapon 

Space 

Change weapon bay 

H track camera ahead 

> Track camera rear 

< Track camera right 

M Track camera left 

N Designate new target 

B Select new target 

Z Zoom tact#ca(/out5tde 
views 

X Unzoom tact i cat/Outside 

views 
A!t P Pause 

Alt D Detail level adjust 
Alt T Activate training mode 
Alt R Reiupply {training only) 
F1 Return to cockpit 
F2 Change HUD mode 

( Ground/ AirJNAV) 
FS View weaponi 
F7 View warpaint 
F9 Instrument landing system 

on/off 

F1 0 View mission orders 

OUTSIDE 
VIEWS 

Shift F1 Slot view 

Shift F2 Chaseplane view 

Shift F3 Side view 

Shift f A Mi&sile view 

Shift F5 Tactical view 

Shift FG Inverse tactical view 

Shift F7 Mult! view 


BOOT 


SECTOR 



Not pressed. 

Pressed (hold 
down to acti- 
vate jet bouts 
when in the 
air,) 


j JumpT^ Perform upper- 
cuts perform fly- 
ing kick it Iti the air* 


Wjlk left 


Ever heard of Hulk Hogan? Of course 
you have! Who could have missed 
this rather strange looking man 
bombing around the American 
wrestling ring, hurting people with 
his funny-coloured skin and dodgy 
blonde J tash. 

You may also be aware that he is 
the- main character in the film Sub- 
urban Commando (obvious choice 
for actor - ahem) where he plays an 
alien by the name of Shep Ramsey 
{obvious name for an alien hero - 
ahem, ahem) who has heroically 
crashed on F/irth after destroying the 
evil General Suitor's star ship. Well, 
what you may not have realised is 
that you now own a demo of the 
game that is based upon that film. 
You did? Oh. 

This demo is part of the city level 
in the game where Shep (get down) 



Walk Right 


Crouch. 


Perform long sweep or fall through platform; perform roll, defend or 
Sliding kkk if moving; perform stomp if falling 


BUT THE DISK 
DOESN'T WORK 
MATRON! 

What? Oh, I am sorry to 
hear that. Unfortunately, 
due to the huge number of 
duplicates made, there will 
always be the odd couple 
of disks that won't do as 
they're told. Whatever you 
do, DON'T SEND THEM TO 
IIS! The thing to do is to 
send them off to this 
address with a SAE for 2 Bp; 

The One Coverdisk 

Returns, 

PC Wise, 

Drtwlais Top Business 
Park, 

Dowlais, Merthyr TydfiL 
Mid Glamorgan CF48 2YY 
Perform this simple task 
and a new dish will be on 
its way before you know 
what's happened. If you 
think that you can solve 
your problems down the 
phone,, call the PC Wise 
helpline on (Oees) 350505 
between 1u:30am and 
12:30pm on weekdays. 


finds himself in a disused disco in Los 
Angeles. Shep needs to find materi- 
als to repair his damaged ship in 
order to leave Earth before the Gen- 
eral's guards and bounty hunters 
eaten up with him. 

The object here is to collect all the 
computer chips scattered around LA 
so that the all important repairs can 
be made to his computer. Time is 
limited, but once you know where all 
the chips are to be found there is 


enough time to complete the derno. 
You will need to look for secret pas- 
sageways and shaft5 r keys to open 
doors and fuel for your jet boots in 
order to leave some rooms. 

The control of Hulk/Shep is all fair- 
ly instinctive and to use the jet boots 
just hold down fire when you jump 
into the air. If you get stuck in one 
area, look for baddies to kill as they 
may leave you some jet fuel that will 
help you out. 


The Small Print Bit. 

1, Whilst we here at The One 
make every effort to check the 
f nwprdisks far all known vi nis- 
ei, we can accept no responsi- 
bility for damage caused by 
viruses which may have 
escaped our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 


DEEP CORE 

ICE 


Up 


Fire current 
weapon. 


walk Left. 




walk Right. 


Crouch. 


Anyone familiar with Simon's review 
of Deep Core last month (81%) 
should need no introduction to this 
little smarty- You say you didn't 
catch it? Oh well, just for you... 

Satellite* have tracked a strange 
object entering the atmosphere and 
disappearing into the sea. At the 
same time the US Navy has lost con- 
tact with a research base far below 
the sea's surface. Doesn't sound too 
good so far does it 7 Well, to cut a 
long story short (i.e. I can't be both- 
ered to copy any more out of Si's 
review) it sail down to you, Captain 
Down razor, to check out the base 
and find out just what's going on. 

This demo offers just a taste of 
what you can expect from the full 
game released later this month so 
grab a gun and take a deep breath. 
You start with the minimum 
weaponry available, but dispatch a 


few aliens and you should find some 
toys left behind. Small pods contain 
oxygen or energy, while icons show 
the upgrade available for your guns, 
doubling and trebling your f irepow- 
er with each collection. 

Doors and panels bar your way 
and you'll need to collect the correct 
keys to progress. Luckily all the 
obstacles are labelled so all you have 
to do is find the match m g key and, 
'open sasquatch r , you're in. 

Aliens aren't the only problem 
you'll need to overcome as the 
base's defences are all still running - 
this means laser turrets and force 
fields will all need to be negotiated, 
not to mention huge swinging nasty 
things. Descriptive, huh? 

Take your time and don't forget 
to keep an eye on your oxygen 
level - after all, you are a bloody 
long way down 





CHUCK ROCK 2 

9.99 


HEROQUEST + DO DARK QUEEN OF KHVWN 

6.49 9.49 



ISHAR 2 

1 7.99 


FL AS-HSACK 

20.49 


SUPER FROG 

16 49 


SYNDICATE 

21.99 


LEMMINGS I 

16.99 


SENS- £0C£Er> 

13,99 


POOLS OF DARKNESS- 

9.49 


GUNSHiP 2000 

22.49 




LOTUS 2 

9.49 


LOTUS 3 

9.99 


PROJECT K 

9.99 


3*4 

^HfJ* . . L row 



HOOK 

11.99 


CHAMP MANAGER 1 

12.99 


CiAMP MAN 91"M S « MONKEY ISLAND 

17.49 13.99 


DESERT STRIKE 

1899 


AIR.SEA SLIPREH 

13.49 



FIRST BAWiMEGA 

13.49 


SI.EM"SEnVICti 

13.99 


RAVING ft tQ 

1249 


PREMIER MANAGER 

13.99 




■4- ' k " 



BODV BLOWS CURSE OF EMCHANTTA WING COMMANDER 

16.49 12.99 9.99 


PRO TENNIS 2 

1 1 .99 


F1 GRAMJ PR«* 

14.99 


BATTLE OF BRIT 

12,49 


Games mar fced NOP wilt not wor* on 4500 Whs, 4400 or 4/2W. Cam« mortal H012 will not work on the 41200. 


AMIGA GAMES 

A -TRAIN 1 1 HEQ| ,,„..:».« 

A TRAiN cuwy i mi ■: ! Os SET 1 1 UE G; 1 1 ilr 

ATJLC <1 MEQ| 2VB9 

AHQ AlA-tUS H WCQHNOPl 14.49 

AJ2IJ AJfitUS :ufiA v£ RalONl |1 WECl 2" Or 

AKMHS FAHLY(1 MFC i *A9 

AIR BUCKS .......... 1?M 

AIP SEA SUPREMACY 

l&JNBJHIP &ILENT SERVICE. P*7. 

WNGB CARRIER COMMAND! |NOU5.„ ..1446 

A IP SUPPORT 1790 

AIM AND 1 3£A 

i«U ATTACK SUB \HD* MO, F1B 

iHTERCEPTOR| ;NDIli 22*9 

iiwBMCuS i i |Ai ~X.il vE ^SlDNi I-S9 

ALGA™! 

alien breeo jspecial editioni |i me^ib^ 

UM0f RFiTAR 17.99 

ANOTHER WO*LO IB.« 

A*DC*OrP5E|l MEGl 

ARABIAN NKWTi ...rnn.lMl 

assassihii meg;> .11,09 

AVtH HABRIEH ASS* J .T . n H 

6 AT} _ 22 99 

in r FlyiNG FORTRESS "MEui 22 ?S 

D.fcfTkl«LI - ".H 

B-&TTLE-SLI P)..- ... iS.W 

BATTLE SLl DATA 0I4F. 13.M 

BATTLE OF BRITAIN ... r,,.,-l2-W 

EOS* E.O^S i. . .. ih +4 

BODY E_OtfS IAI20Q ME&5I0N] 19-99 

CADAVER l SO" 2| ? W 

CAESAR f1 MEG I i N012| 17.9? 

I :aF SE R OE.UXE 17.95 

CAMPAIGN^ MEG.| V.K 

C*STLlt3 IA1IW vERSONl 2" .99 

CELTIC LlOfA** _ 1B.B* 

CHAMPIONS*"* MANAGER ..1 MEG) 12.6* 

□rtAJWPILlHBXIFMiAAGf M!VM |l yFft|l7« 

CHAOS ENGINE 

CHUCK ROC< |NOI2| *9* 

CWJCk" ftOCK 2<1 MEQ| *.99 

CIVILISATION';! MEGl »-» 

COWOAT AIR PATHOL 

C DUB AT CLASSICS 

111 £. STRIKE EAGLE J. MB ATTACK SUB. 

TEAM YANKEE 1 1" MEG "I NO" 2! 1*49 

COOL V¥C*L0 11 MEO| 1T.49 

CURSE C* EHCMANT s fl U£Q^ UK 

O DAY -itn 

DARK OUEENOF Kfl>' VH 1 1 U€G> t*t 

GARKMERE i- MEG i It 99 

OABIKJEEDIL ME OS 29 99 

TESERT»WIKIH UEG| 1B49 

^IZZ> PRINCE TCLKF<llK T.4S 

7 ZZ>- S EXCELLENT A&VlNTUAE 1 5 « 

2COGLEBUG ..,.t* ** 

OJNE |l MCG|.. «„....„ ll-M 

DUNE 2 • BATTLE FOR *RRAKl${1 MEtl HM 

EVIIU. BLASTERS IP.tB 

ELITE , .1 .fB 

elite 2 •■frgntkri 21 &9 


EPIC(1 MEG) ,n 1»*f 

EVE O r THE BEhOLIWR ttSt 1(1 MfQ} 1*H* 
E VE OF THE BEHOLDER 2 1 1 WEfil 21 9* 

Flh STR (CE EAGLE 2 |1 MEG| 1199 

f 1 r Challenge MM 

r I n STEAI.TH FIGHTER jMGPl I J 99 

FABLl*4^Hi»G*-L£GENG 

QFHITBAND^ IN&17K1 ME(J| 2549 

FACE OFF ICE HOCKlT(Wla> , IM 

-.ANTA5T1C WORLDS 

KEALUS P RATES. MEGA LO MAMA. 
tPULGLS, WONDERLAND'' 1 1 NEG|>;H012l 22 99 

MP WVT9BQH MAMAGER 7M 

f |p$T $AUURAI + HEGALG HA4IIA|ND12| 13.49 
c LAMt^>:.» t IrEEDGM (UIQVllNTER 2| ...11.49 

H**M&ACKi'l MEG i 2D 49 

' :iM Ml II ft. ' GRAND PRIX 

oENESi* I * MtS? « MM 

<^QAL , ... ■B-Sfl 

GfUMAU QOOCM WORLD GLASS, 

CRICKET |l UH-M 1T.W 

GRANAM rAVLOR S SOCCER 

HANAGER41 MEd| M H 

GUhSHIR 1 " MEG 12 +9 

meiwgall m wegi 'ndu. n.n 

NF RGQUES.T - QATA HSK (HOt2| B>* 

MFtOOUEfT } - THE LEGACY 

OF SQAAHLft MEGF 1S.» 

HiLL STPtlf (LUIS <NQl3J ,„„ ....fl.» 

HISTORYUNE ipn ipn MEG-) ,„„,„-.».** 

HOLLTTK5DD COLLECTION 
jRGBGCDP. GHOSTBUSTERSi 2. 
ihCHAMA JGNES ACTION. BATMAN tM 

wOviEi 3-ELl*OP| .._ 1ft* 

HOOK .„... ..H.Pt 

MIJWTER i1lQ13|i 7.« 

INLHAHAJOHE S ACVENTURE 1G.99 

INDIANA jOnCS FATE GF ATLAK'S 

ADVE*fTURE I ' UeO^ H» 

INDY JO*lES IACTTONI 7-4B 

ShAR ■ LEGEND O e THl 

FORTRESS 1 1 NEGl .............10 

iftriAR 7 ■ LEGIONS DF CHAOS {I MEGl .17 99 
r CAUIFflQM THE DE&ERT PLUS ANT HEADS 

DATA Disk |i MFC; 12 99 

JACK NFC KLAUS QOIJF , ^TJH 

JAGUAR XJ22*j 1 1 NEG| ...,1tlJI 

.llw^V WHITES SNOC^ER IMP 

JGHN MADDEN S |U S- FOOTBALL 1 7 49 

JUHASSlC PARK M MEG . I J 4B 

JURASSIC PARK i i I TOO y£RSI0N| I B 49 

KGB u. ■ 1UW 

KICKOFFJil MEGMNOIZ] 9 99 

KNIGHTS GF THE SKY -|1 MEGl 1 3 4B 

LWWIN'.ft 1 2 49 

LEMMII+SS OATACMjk ■ £JH NOl" B.H 

LEMMINGS 2 ,,,.,,,.M,r- '6M 

LETHAL WEAPON fl NtG) „ „„ „„ r 1«.M 

LONHEAHT „,„„,„.nM 

lOWBAPD rac rally ,...7M 

LORD OF THE RINGS IB W 

LORD DF THE RMGS 2 TWO TCWERS |1 MICH* P9 

LOST VlKlNGE 19*9 

LCTLS E9PRT "TJREO CHALLENGE iNO 1 3^. B.P* 


LOTUSTLRBC CHA.lENGE 2iNOl20 ... «4g 
vOTllS J - THE FINAL CMALLE**5E 

il M€C)|NO-2| P9fl 

. .ihF Qf TmE TEMPTRESS |1 MEGl .. ..IP 99 

Ml TANK PLATOON |i MED| I D 99 

MAGIC WORLDS 

I5TOHMMASTEB OKA<WNS BAEATH, 

CR>STALBOF APDyPtAi ;N01J) 15jM 

WACICLAND DIZZY -T^fl 

MANCHESTER UNrTED 9*9 

Manchester UNrTED eurdpe 9 *9 

UANIAC MAN&ON |NOl2| B.*9 

U^DONALOS LAND IT. 49 

UETA t MUTANT |NOl fl FJ.4-9 

MICFWPROSE » GOi t it MEGl ^-W 

NIDNK>W T NC y IS TANtt |NGlI| 7.4* 

MIDWINTER INOUl .„ 9-» 

NIG 25l i MEGl ...,..„. r-,-V-lf 

WCmC4>QL1f _ 17.9* 

WOHST1R PACK 3 

IKILLING GAME SnOrt- •• A F ^-MF 

BEA5T 2| |NO IJfl » 

NEYl ZEALAND 5T0RV(N012F .,.,.,,.„-,. ,TM 

NtC.4 FALDO S QQLF _ » 9* 

NfHYHQU i l*.tf 

NFGEL MANSFLL SWQR-2 

CH*MP S h iPi'i hFO) ~1EH 

NIGEL M*NSELL-& WQRlP CHAMP SHP 

lAIHHVERSFDNl , _.1iL*t 

NIPPON SAFES- fl MEG) . n ,1t-N 

NG SEC'OK 2 PRIZE MMH 

NUCLEAR WAR *99 

OnE STEP BEVGND |1 MEGl H 'P 

OYIR DRIVE II UEQh - 1*49 

RANC _ TAP 

FAM.ZA KttK BGSINC |NG1*| * 49 

PATRICIAN H WOr „.,„^„, 19 9* 

PERFECT OENtRAA... ,.. 2149 

PERFECT GENERAL OAT A DUK 1199 

PGA TOUR GOLF * COURSU 1 & 4il 

PGA TDL'R GO-FCOJRSE PSK ..—.,..,.,11 

FIHflALL DREAMS -'1 MEG) > 7 f» 

f INFjAU FANTASIES ...MM 

PIPATtS |N0P|,„„ .— 9*9 

FLAYER MANArjtft (MQl3| B.*9 

POOLS OF DARKNESS ... iAil 

pgp.jlc.js i sjm cm 16*9 

P0RVl.CHJS;||l UEG; + 

CMALLiNOf DATA DISK 21 .« 

POPULOUS 1 CHALLENGE 

DATA D4SK<:i MEG l ,.^,...-...+1 « 

PCWER UP 

CnASiE H Q TURRFCAN, K OUT. ALTEREO 

ULA!jl KAJNBG4 ISLANDS-) 9 *9 

PCWERUOMn (*CM3f 19.4* 

POWERMOHGER WW 1 DATA «4SK iNDl2| 11 .4* 

PREMIER MANAGER M Utfil i3.» 

PREMIER MANAGER !|1 MEG) 13-1* 

PREMIERE (1 MEGl ... 1T.H* 

PRIME MOVER ... 13 » 

PRINCE GF PERSIA 1 1 MEG) 7.*f 

Pf»T!»*iaTOuH2 1VW 

PROJECT X i SPECIAL EDITION} I ' MEG| .. 9.P* 
PU^^3Wf P n MEG". 1*.B* 


RUTTY „,,~,,r-**m 

QUEST A GLGH> 
iSLQGDWVCH. MIDWINTER. 

CAQXVER BATHNCH2) ... U ..»1UI 

RAILROAD TYCOON T MEG] 13*9 

RAINBOW COLLECTION 

■ BLBBLE BOOILE. RAmnBOW ISLANDS. 

NEW ZEALAND tTORV) (MOF^ 4.9* 

RAVING MAD 

MEGA TWINS. AMES a OND 2 • 

M-OBOCOD RQULAN3 M *# 

PBI RAfifBALL 2. NOP U9* 

REACH POR THE SHEB , 1*9* 

PRDJC DA^GtRQUS ING1B 7.i* 

RISKY WCOH _....„„™ ...17A* 

PlOBOCODAI*(A12K.vERSION> 17.** 

POBOCOP Z ........ „..r.„r,.,-, 7.4* 

ROBOCDP 3{N012) - 11-49 

ROLLING RQKNXi:N012f 69* 

ROME|lMI.Ql - 19-19 

ROOKIES ,,- 1*99 

SABRE TEAM ..,„.„. 11 49 

S^RAB&LE ;U5 GC-_J i a as 

«CRET OF MOFfltEY ISLAND d MEG>) ...1J-W 
HCAfT GF MONKEY ISLAND 2 l> UEGF 

wurnioMio-i 

BflJlNT ItRVCf 1 11 MCGHNOPl 13*9 

S>M CUV DLLUaf 

isim city. FuTuftt Cities a 

TERHAIN EDrrOHl , - 22 49 

SlMON THE SORCERER ( 1 MlQJ „. „.-,,. 2l « 
SiMCn THE SORCERER 

. rivlh: VERSIONI — 3'W 

SLiePWALKEfl _ ....MM 

tOOCCRKID I|4p 

SPACE CRWSADE |N01fl «Z*9 

SPACICRWADE DATA DISK |ND12). ... ^9*9 

SPEC AL FORCE* (1 MEG) 13 « 

SPORTS NABflM 

iPGA GOLF INDY SOT AGtfANTACE 

TENNIS. EUROPEAJH CHAMRiOnSwIP S 

■'jid iM MEGMNO*2| 19.W 

$TAR TREK - 25TH ANNIVERSARY 

■ A121W VIHtONh 2! 99 

STHEETFHjHTIR J 

STUART PEARCE S-SOCCtR SELECT OS i 

OFF 2 WORLD CHAWP-OhSH.P 
SOOCFR MANCHESTER UNITED. 

PfTf RhATiGNAL SOCCER} INO' 2l 13 9* 

STUNT t*R RAC£RiHO'2F 7.** 

UPER FHOG |1 UH>. 1S- A * 

fVMQICATE |1 HE-QF 219* 

HUNDERHAWK m m^.m»m««1M 

TITUS THE FOX t,P* 

TPasSAHCnCA ...17.99 

TV SPORTS FO0TBlAarWA> - -- *99 

ULTIMA i(MOl2h * » 

UN VEHSAL MONSTER* 1*.» 

UTGPlA + DATA 048K ...11.49 

UTGPlA 1(1 MEG) ,...,. n „ R ..17M 

VIKINGS- FIELD OF CONQUEST ;i UfQ| iDSfl 

Vfl0QM|NO12| _... M .......ttJf 

WALFiEft -...«....„>lfi4i 

Af.FI IN'-*EiL-? 'MH 


WAXR«fWI<lMIO) -Z2A9 

WING CCWMAMMA 1 |i MEQ| *.99 

WIZ KID r,..™, 1*-» 

MENDN2 MEG A BLAST .. *.B* 

2AK MCKRACKEN IND113 

ICMXllMEOb iwjiuh.i. *9« 

ZOOA |A1 20U ^ERSIONl 1 7 99 

ZOOL 2 |l MEQ| 1*46 

AMIGA EDUCATIONAL 

ADI ENGLISH <1 1-12 YASl „,-,,„- 1 6 49 

ADI ENGLISH j1 2^13 YR&I 1*49 

ADl ENGLISH |1 1 14 YH5) TBJV 

AMI FNGLISH |1 4-15 YR&I 1 1 W 

AOI I mEnCh |11-12 fflSl I E JP 

ADI nCNCw IIMIVR&I IK4R 

ADI FRENCH 1 1 3-14 Vfl£| I F 49 

ADI JUNIOR COUNTING J.4-5 YRSj> ' 3 *9 

ACM JUNIOR COUNTING |6-J" vRS|i 1 3.*B 

ADI lUNFOR READING |4 E YRS) .. ... „MM 

ADI JUNKJR REAHNa |6 7 YR&) 1 3*9 

ADI MATHS in-13- VRS| 1*4* 

AOI MATHS I ' Z-li TA*| *B.49 

AG I MATHS 1 13-14 Tf4| 1fi.4fl 

AlVIK S PUZZLES {&-* VR|k 13.44 

AMOS EASY- IF RSTSTE^S ITJ 

MHIILiHAMMlSGl ?' " 

UTTER MATHS H2-1 b YRS} ll.tt 

BEHER SPELLING ifl-ADULTi m.» 

FW4CHOOV3 IZ4l ■ 7.9* 

FU*i SCNOOt 2 10-91 ,- 7.9* 

FUh SCHOOL 2 |B+| ..... _...7.9* 

FUh SCHOOL ] |2 S YRS l 13.9* 

! if\ SCHOOL ] 15 7 YRS i 13.B* 

FUFf SCHOOL ] |T+ YHS).. ..„,.„„ 13-B* 

FUN SCHOOL 4 |2 5 YRSl 1* B* 

PUHKHOOL4 |5 7 YH&I .„u.„ u Jill 

PUN$C»OOL4 |T+ YRSl 1*.H 

ruK v. - I SPECIAL - 

MERLPf * MATNS |T.11 YRSl 14,#p 

FUN SCHOOL SPtClAl. - PAINT N CREATE 

EjLICATOhAL ART (*» VR*| 1*AP 

FUN SCHOOL SPECIAL - 

SRIlUNC FAIRi7 -3 YRS) ,.li-«& 

HAGC MAfH*i4-| VRS| I* 99 

MA--<S WAfc A ill; VMS:- I S 99 

MEGA MATHS I A LEVEL COURSE | 14l9S 

M?r.RQ ENGJJB4 _„,.„.. ...ItQD 

MICRO FRENCH ...ttH 

M£R0 GERMAN 14M 

MICRO MAIM ...» - It 99 

MFCRG &CIENCE(1 MlOj 19 99 

NGQDY'SPLAYTIII! 

BIDVCATIGNAL PROGRAM FOR 
HlLDREN AGED3+HI HEG| 1**4 

PAINT FOTJ |4-1flYR9|i 19 49 

3HOPF-N(j MAK«.h J VRSl '3 49 

WF*CH' WHERI^ WHAT -1 |4-9 YR&I ' 3.49 

WW IN THE WILLOW* (EDUCATIONAL 
ADVENTURE GAU£ iQl\ CHILDflENl .. 'B« 


AMIGA UTILITY 

3D CONSTRUCTION ml 

fWITH FREE TUTORIAL V«f Ol.- llR ..„ n ...t1 .H 

3D COIVSTRUCTIQN KIT 2 3l M 

AMOS | GAMES CREATOR) ,..,.» *9 

AMDS :iD. REQUIRES AMOS} 21 *9 

hM: IS COMPILE =! (REQUIRES AMOSl 1 9 19 
AM0*EASY 

. FIHST ST|A* TO ^RGGRAAIMWG) 21.99 

AMOSPPOIL^yil.lNA. 

■IHORECOMPIuEJI version OF AMOSl • Ji.w 
AMOS PROFESSIONAL COMPILiR 
COMPILES AND SPEEDS UP PROGRAM* 
WRITTEN Ih AMOS. EASY AMOS OR AN»OS 

PROFESSIONAL^ J3.K 

DfLUHE RANT 3 ;WITH AMV* " OS ■ 9 9; 
DCLUKf PAHT A 1 UEG| 

{HAM HO0€ 4 ANtMATlONl S4.94 

DELUXE PAHT 4 

|AGA FOR AMIGA '2X WCHKS 'N HP 
COLOUR AND HEW SPJT HAM MODE) .9*99 
FUh SCHOOL SFfCUL. - PAINT N CREATE 

EDUC ATONAL ART (J* Vfl*| _.1t.4P 

HOME ACCOUNTS . . . %t. *,„~„.r * » 

HOME ACCOUNTS 2 *L» 

HOME OFFICE KT DELUXE 
IkIND 'RORDS ] IWORD pROCESSOftl MAXI 
PLAN 4- 1 9PHEAOSHEET-I AND 'NFOF1LE 
inilSlNFSS UTlL!T*Sl| REQUIRES ONE 
tfcTCRNAI r^SK GRIvE OR HARD DRIVE 

ll ME43F 5*» 

KID F*|K I ■ NEG| ...... 1B.4S 

KINOWOROS 3 WORD PROCESSOR . .29 H 
MHI OFFICE 

IWORD PROCESSOR. SPRt ANSMt F I 

DATABASE ASO DISK UTRJtHtJ 

PEN PAL WORD PROCESSOR 5* W 

ffjWERWOPKS 

i HAxiPtAN plus sf^ie a = et. kino 
*-<lP;fft ? WEVSO processor infofile 

OATABA*l!?|NO#l 24 49 

PUBLISHER 

i'PAGE LA>OU T PACKAGE I CAN & ROD L/C E 
BLACK AND WHITE NEWSLETTtP*. FLYfRS. 
ANNUAL REPORTS AND MAGAZINES. 

rechafks one EKTERNAL DiSK drive or 

HARD QRIVl H MtO) (NOT3) 29 *9 

TEDNOPLUS BUSINESS PACK FOR AMlGA 
i WORDWORTH WORD 3 «OCI*SOR. K- 
FiPRE AG 2 5PHEAO&HEET AND ^-OATA 

DATABASE |i1 MEG) 7L*9 

WORDWORTH V 7 WOFTG PROCESSOR 

0 MEG) JI.P* 

WORDWORTH VI ' E AMKiA 400 PLUS 
WORD PROCESSOR ^SPECIAL ENHANCIO 2 
HEQ vERSlOh W~h I MEG 

1 :-i;haDE FOR ASHVf 74 94 

WORDWORTH VI IE AMIGA £00 

WORD PROCESSOR ISPECIAL ENHANCED 2 

MEG VERSION WITH i MEG 

UPGRADE FOR MORI 94.9* 


DISK DRIVES 



EXTERNAL j 5" OI5JK DRIVE WITH 
SONYfCilTIZEN OfllVE MECHANISM 
*e0K FORMATTED CAPACITY 
OuitT. HIGH QUALITY, SUM LINE 
DESIGN COLQLFH MATCHED METAL 

CASE ANJD long reach 
CONNECTION C ABLE- 

EKTEFIMAL DISK CWIVE FOR AM«C A . , 54.39 

CUMAJNA EXTERNAL 3.5 DtSK OP1VE 

FOR AMIGA iVERY HH3*H CJLIALITY) W.&S 

2YDEC INTERNAL REPLACEMENT DISK DRIVE FDR AMIGA. 
REPLACES EXISTING DHlVE. WYALJDATES WARRANTTY 
WHEN FITTED 1 , r «■» 

HARD DRIVES 

fiVP A iyj tl HBO HAHU DRIVES FOR A5&0 OH A5MP WITH 
*DMHi eflCOOf C. ACCELERATOR BOARD SUILT-iN. INCREASES 
THE SPEED OF YOUR COMPUTER SIGNIFICANTLY" I MEG RAM 
INCIUDCC. EXPANDABLE TO B MEG. AWAHU WINNING 
DESIGN. IDEAL FOfl USE WITH SPREAP5-HFFTS DTP AND 
WORD PROCESSING PHQGRAMS 

GVP A530 M20MBI TURBO HARD DRIVE „ .WM* 

G'd'P A 5 3d |BDMt>| TUR60 HARD DRIVE SJBlmB 

GVP HDB+ 42 MEGABYTE AMIGA ASM AND ASflO PLUS. 
HARD DRIVE 1'F.FRIFS I; RAM EXPANDASLL TO S MEG 
l SJMH5k PC EMULATOR SOCKET £54iH 

TOSHIBA IDE HARD DRIVE FOR AHJGA A600 OH A12DD. 
INCLUDES EVfftYTh NG NFCESSARY TO FlT INTERNALLY 
INVALIDATES WARRANTY WHEN FITTED 
TOSHWA AOMfe IDE HARD DRIVE 114.K 

TOSHIBA SOMb IDE HARD DRIVE 1S4.S9 


JOYSTICK EXTRAS 

PORT E3ITENSON ADAPTOR FOR AWGA' TCHAtfOE JOYSTICKS 

WlTwOjT NEEDING TO REACH BEHIND CDMPUTEftl St? 

RDBOSHIFT INTERFACE FOR AMIGA (PLUGS MOUSE A 
JOYSTICK INTO ONE PORTi 12.W 

MEMORY UPGRADES 

J12K AMIGA RAW WITH C^OCK FG^ ALCO AND A&0&- 

S1JK AMIGA RAM W1HOU ■ CLOCK FOR A 500 AND A 5 D0+ 24.99 

1 MEGABYTE. A 51)0 PLUS RAM UPGRADE WITH CLOCK 35.94 

1 MFfiABYTE AS DO RAM UPGRADEYtITH CLOCK 59*9 

2 MEG PCMCIA UPGRADE FOR ABflO OH A 1200 
PLUGS DIRECTLY INTD SMART CARD SLOT. 
THESE 4Kb. NOT BATTERY BACKED AND 

CANT6E USED AS A DIS.K DNLY AS RAM ....1H.W 

4 MEG PCMCIA UPGRADE FOR A60O OR A1?no 

PLUGS DIRECTLY INTO SMART CARD SLOT. 

THESE ARE NOT BATTERY BACKED AND CANT BE USED 

AS A DISK, 0*IL V AS RAM .....1M.» 

CLEANING 

CLEANING KIT FOR COMPUTERS (INCLUDES VACUUMplB.M 

DUST COVERS 

DUST DOVER FDR A 1209 (CLEAR PVCJ 

DUST COVER FOR A6O0 

OUST COVER FOR AMIGA ASOD OR 

ATARI ST |CLEAR RVC] , 

DU3T OOVFR FDH MONITOR (CLEAR PYCfr .„ 

LEADS 


■■ >i*JW 
AS* 


.4 9ft 
3» 


HI-FI LEAD FOR AMIGA (STANDARD PHONO INPUTi 
MONITOR LEAD FOR AMIGA TO 

PHILIPS CM Rim MK2 MONITOR 7.» 

NULL MODEM CABLE u ..<. ...T.ftft 

SCART LEAD FOR AMIGA TO GDLOSTAH TE LE VISION .. .0.94 
SCART LEAD FOR AMIGA TO SONV TELEVISION OD9 


5C ART LEAD FOR AMIGA TO TELEVISION WITH SCART 

INPUT <GIVFS MONITOR DUALITY" PICTURE) B-S9 

SO ART TO SCART LEAD FOR TV TQ VIDEO |GlVES 
EXCEPTIONAL ENHANCED OuALlTY PICTURf) B.S5> 

HAND SCANNERS 

POWFR BC AN HAhU SCANNER FOR AMIGA 

(VERSION 3). TRUE OHFY SCALE, lOD^DODPl |WCI JDFF. 

SOFTWARE* 184.99 

WORK CENTRES 

DELUXE WORK CENTRE |H9D> l$TE£L MONITOR STAND 
WITH EXTRA SHELF FOR EXTERNAL DISK DRIVE AND 
ACCESSORIES, MOUSE HOLDER. MOUSE MAT AND ALL IN 
ONE DUST COVER i 

DELUXE WORK CENTRE OHSO) FOR AMIGA AT200 42.96 

DELUXE WORK CENTRE .RSD| FOR AMHjA A5O0OR 4500 P 44.99 

PREMIER CONTROL CEUTRE FOR AMIGA A BOO 

iSTEEL MONITOR STAND WITH EXTRA SHELF 

FOR EXTERNAL DISK DRIVE AND ACCESSORIES. CUSTOM 

FIT FOR THE A W0) , -3? « 

MUSIC & SOUND EQUIPMENT 

&VP DIGITAL SOUND STUDlO. STEREO SOUND 5AMF*.LH 

for Amiga soo. -boo and i joo. exc e llent softwahe 

P AC KAO.E INCLUDED iT-ftft 

9CHEENFJEAT STEREO SPEAKERS FQH AMIGA OR IBM PC. 
REQUIRES iAA FJATTFRIES OR MAINS ADAPTOR. 
OESIONED SPECIF IL" ALL Y FOR COMPUTERS, INCLUDING 

MOUNTINGS FOR ATTACHMENT 10 MONITOR 1* » 

MAINS ADAPTOR FOR SCREENBEAT SPEAKERS .'9^ 

VIDEO EQUIPMENT 

ROCTEC GENLDC PLUS FOR AMIGA. ...144.99 

ViDl AMIGA 12 (CAPTURES. COLOUR IMAGES FROM VIDEO 

MACHINE OH CAMCORDER. COMPATIBLE 

WITH TAKE S. DELUXE PAINT 4 AND MOST ARTPACKAOESl 

72.99 


POWER SUPPLY 

ZYDEC AMIGA POWER SUPPLY (SPECIAL COOL RUNNING. 
TRANSFORMER) , - M.99 

DISKS & DISK BOXES 

BANK DtSK BOX 3-9" (1 10F, $TACKABLE 1 3 *9 

RANK DiSK BOX 3.B" (Mj STACKABLE 12.40 

DELUXE DISK BOX 3 5" itO), LOCkaBlE. DIVIDERS ... .9 99 

DISK BOX 2.5" n D CAPACITY) , 1^ 

DISK BOX 3.5" (120t LOCKABLE, DIVIDERS- 999 

PA :>: QF I r ^ TP BAT M 3.5 DBDO DISKS 

WITH LABELS | BRANDED! , T.W 

PACK OF 50 VERBATIM 3.5 ' DSD0 Jiy<.'j 

WITH LABELS (BRANDED) 27.0ft 


VERBATIM 

3.5" DSDD DISKS 
WITH LABELS 

PACK OF 10 

7.99 


G.G9U7 



PACK OF 50 27,99 


NEW MEMBERS DISCOUNT - EXTRA £2.00 OFF 

New members deduct £2.00 from any one item ordered as you join. (Offer closes 30.9.93) 



COMMODORE AMIGA A6QQ 
LEMMINGS PACK HO 

WITN BUILT-IN TV 
MODULATOR, MOUSE, 
WORKBENCH 2.0, 1 MEG 
RAM EXPANDABLE TO 10 
MEG, 1 YEAR IN-HOME 
SERVICE WARRANTY, FREE 
LEMMINGS GAME AND 
DELUXE PAINT 3, 

174.99 


i * / 


COMMODORE AMIGA 
A4000/03Q 2/80 

COMPUTER FOR HOME & 

PROFESSIONAL USE. 
WITH BO MEG INTERNAL 
HARD DRIVE, POWERFUL 
6B030 PROCESSOR i"25Mhi), 
2 MEG RAM, 
1 YEAR IN-HOME 
WARRANTY. WORKBENCH 

3.0 AND MOUSE, 
MONITOR NOT INCLUDED 
fiawEsgn-WAHF if; not compatible 

929.99 


CITIZEN 120D+ 9-PIN 
MONO PRINTER 


90 COLUMN . 1« CPS^SNLO 
DRAFT FONT 2 YEAR 
~fTFF Pn 4-FP I. FA? 


CITIZEN SWIFT BOG 9-PIN 
COLOUR PRINTER 

I WN, H COLUMN 240CP&5INLQMILQ 
FONTS. 2 YEAR WARRJ 
FffEE PRINTER LEAD 


1*4.99 


CITIZEN 2CH) 24-PIN 
COLOUR PRINTER 

WITH COLOUR KIT. 34 PIN. 90 COLUMN 
2l&£P£r?2LGfi LOTl DRAFT FONT. AUTO 
SET FACILITY. INPUT DATA BUFFER. 
AUTO PAPER LD.ADWG, ENVELOPE 
PRINTING. 2 YEAR WARRANTY 
FREf PRINTER LEAD 


216.99 


CITIZEN 240C 24-PIN 
COLOUR PRINTER 

rtTTH COLOUR KlT. 24 PIN, BO COLUMN, 
2-4DC PElilflOLO « LQIi DR* FT FONT. 2 
YEAR WARRANTY 4*0 A AA 

FREE PRINTER LEAD Jt^TfTFX 


CANON BJ-10SX BUBBLE 
JET PRINTER 

64 NOZZLE, » COLUMN, 110LQ CPS 
1LOJIS DRAFT FONT. 1 YEAR WARRANTY 
Fflff PRINTER LEAD 


215.99 


SEGA MEGADRIVE + 
SONIC 

TWO SEGA JOYPADS 

109.99 


NINTENDO SUPER 
NES + STAR WING 
WITH ONE NINTENDO 
JOY PAD 


COM MODORE AMIGA A1ZO0 LEMMINGS PACKS 

MOUSE, BUILT-IN TV MQQULATQFfc, 
2 MEG RAM EXPANDABLE TO 10 MEG, WORKBENCH 3-0, 
32 BIT MOTOROLA &BD20 PROCESSOR RUNNING AT 14 
MHz, NEW AO A GRAPHICS CHIPSET. 
1 YEAR IN-HOME SERVICE WARRANTY, 
FREE LEMMINGS AND DELUXE PAINT 3 


COMMODORE A 1200 2/0 
LEMMINGS PACK 


COMMODORE A12041 2/HD 
LEMMINGS PACK 
WITH aO MEG HARD DRIVE 


259.99 499.99 


COMMODORE 
AMIGA CD-32 

THE LATEST & HOTTEST 
CD BASED CONSOLE WITH 
A120Q POWER 
256,000 COLOUflS FROM 
1$ MILLION. FAST 68020 
PROCESSOR. 2MB RAM. 11 
BUTTON JOVPAD 
CAN PLAY AUDIO CD S 
AND CD+G DISCS 
EXPANSION CAPABILITIES 
FOR FULL MOTION VIDEO 

LARGE SELECTION OF 
GAMES DUE VERY SOON. 

285.99 


GOLDSTAR 14" COLOUR 
TELEVISION/MONITOR 

WITH REMOTE CONTROL 

& 5CART INPUT 1 C J OB 

FREE SC ART LE AO m£P*W+WW 

J5TATE SNE5. SEGA OH AMl\iA ■ 

5IVES PIXEL PERFECT PICTURE 


COMMODORE 1084ST 
COLOUR STEREO MONITOR 

FOR ANY AMlOA VttA AA 

1 ¥ EAR WA R RAN TV My # ¥j 

OFFICIAL UK VERSION 

FREE AMIGA MONITOR LEAD 

& FflEE TILT AND SWIVEL MONITOR STAND 


4 


OOF 


N ITEM OFFE 


SONY 14 " FST COLOUR TELEVISION/MONITOR 

MODEL KVM 1400 WITH REMOTE CONTROL 
FREE SC ART LEAD istate snes. sega. anpga m g t i 
AND £20 OFF AN ITEM OFFER 

CT £20 OFF OUH PHICE OF ANT" ITEM \QR THE TOTAL 


MO I 

PFxl 


199.99 


AVAILABLE IN 
GREY OR VYHI I" fc 


□F SFVFflAL ITFMR PUftCHASF ^ AT THF FAMF T1MF AS, THI5 SONY" TV 

SGT4Y TV.WDNITdR ENABLES MONITOR DUALITY PICTURE F-HOM AMIGA. £UPfcH NES. ST 
OR MEG AOH VE VIA SCART CONNLC I ON ALSO SUITS ALL CONSOLES VIA NORMAL flF INPUT 
INCLUWS HEAP SCAPTVEUHQ. M CHANNEL TUNING. BLACK TRlNfTflON SCREEN. TWO POSITION 
TILT PEWN FOR CHOICE OF ANGLE IMCLUPES LOOP AERIAL SUPERB QUALITY. 


beeeeeee^^^^be^bIbe^ 


CHEETAH BUG 
JOYSTICK i AMIGA 
FORMAT OOLPl 
13.95 



MINI COMPETITION 

PRO 50O(l JOYSTICK 




QU'C*JOv TOP STAR 
JOYSTICK 




:-.^FFnKI4C 
ANALOGUE. JOY&TpCK 
FOR AMIGA IFOR 
PROPORTIONAL 
CONTROL ON 
SUrTABLE 

SOFTWARE^ 
11.04 


MINI COMPETITION 
PRO STAR JOYSTICK 
WITH AUTO FIRE 
15.95 


QLIlCKliHO- l Zb\- 

MAVERICK 1 
JOYSTICK. 12 99 


ALFA MEGAMOUSF ■ 
FOR AMIGA OR ATARI 
ST. AWARD WINNING 
DESIGN. BEST FOR 
M SIGN-ART 
PACKAGE 

MM 

n 


ALFA MEGAMOUSll 2 
FOR AMIGA OR ATARI 
ST. 2BO DPI. NIGH 

QUALrry mouse for 

A BGDOET PFttCE 

14lM 


COMPtTlTlON PflO 
EXTRA JDVgiICK 
ICLEAA BASE> 

tow 





OUICKJQY FOOT PEDAL FDR AMif.A OR ST, 
TRANSFERS ANV JOYSTICK FuNCT»ONSTO 
FOOT PEDALS- IDEAL FDR FLIGHT AND CAR 
SIM S. COMPATIBLE WITH MOST AMIGA AND 
ATARI ST GAMFF, AND f. AN WORK IN 
CONJUNCTION WITN FOOT PEDAL IS* 99 


SUPER PRO ZIP STICK 
JCYST'CK FOR AMIGA 

OR ST WITH 
AUTQFIRE FUNCTION 
12. » 


FHtLWHELL 
STEERING WHEEL 
■TJIGITALI hOR AMIGA 

[WORKS AS A 
JOYSTICK OR WITH 
FOOTPCDAL1 SUITS 
MOST DRIVING 
GAMES 




OUICKJOV JET 
FIQHTCH JOYSTICK 
II .35 


GuiCkSmOi i - j r 

PYTHON JOVSTIUK 
9.&9 



GRAVIS JOYSTICK 
FOR AMIGA WITH 
FOAM PADDED GRIP. 
ADJUST ABLL H4NULL 
TENSION AND 
PHOfiHAMMAHLL 
FIRE BUTTONS 
23.49 



TROJAN LIGHT 
PNAZER GUN WITH 
SKEET SHOOT AND 
ORRfTAL DfT1>TRQYE R 
GAMES 
(OTHER GAMES 
AVAILABLE ■ SEE 
TROJAN IN 
SOFTWARE LrSTiNGSl 

TROJAN GUN 
FDR AMIGA 


ALFA OPT1C MOUSE 
FOR AMIGA JUL DPi. 
NO MOVING PAR'S 
EKTREMELV SMOOTH 
AND RELIABLE 
MOUSE. 
HLf4 


DRAGON MOUSE FOR 
AMIGA 2SU DPI 
12.49 

ZTHC TRACKBALL 
2S.H 

MOUSE MATS 
JUNGLE SCENE 
DOLPHIN SCENE 
S.S4 EACH 

MOUSE MAT4PLAINI 
4.99 


DUICKJOY QJ1 
JOYSTICK. 
|MICROSWrTCHED> 


DUIC K.SHDT 1 55 
AVIATOR 1 JOYSTICK 
J5 W 


Wa only R.ippy oHk".; JK prodi.cbf Official 
Buppfc*^ all tMPng t'*'^?' w * Wl SJ^n^l S«d 
pe-ic+Tnir-afcal a I uniu^i'ij; ji'uet'-ji MegflCr"^. 

Muter -S.ya*orr. Game Gu-a'. Super NES. 
{Ljmtitoy NFJS- Lyra Amiga Alan ST, PC, CD 
ROM flr>d ApQlb M&C An-d we $Al " r -sJnrtg A/wl 

Spacial Ranarvi Club Shop al The Mailings. 
J,awv\:+ :i-jm A Mrth H*i1 l upHi i ta 7pm Wfl#k[lay* 

ami le S^ffl Saturday*, 



SphkU ftei&tve- .-wiwuMi cu+t itc** nii Uiii. can 'V&iC 7 

READ NRG Regular Club Magaiine 
CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
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§| SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN £60,000 worth of prises FREE 
JOIN now from just £4.99 

W& only supply members bul you can order as you join 

THere's no oblation 10- buy and you can be any age. 
Just send m (no lorm below of prone Sales on 0274 6M204. 

As a member 0! Special Reserve you'll rsc*irt wgulaV lttuA& 0> 
NRG magazine NRG is our 46 page colour dub magazine senl bi- 
momhly only :o Special Reserve members. NRG contains, 

1 . The be«i selection or o^me*. peripherals and hs^jivar* irx an 
popular formats. We ar© official Sega. Nintendo and Sony stockist. 

2. Reviews in colour arvJ lalesl inlonnatiQn an new products 

3. Charts and Release Schedule . 1c help you choose and plan 

4. Trie b*st prioas Just on* purchase will save you yovi joining lee 

5. Huro'eds ol Special Otfers. Tcp garre& at prices you won't beieve 
8. XS Super Savers Uyney-Oh coupons wc*1h owflr E1 8t> a y**r 
7 LSD. ODD A-od™ c^ onzes pef year in our FIBEE-to-enler BIG 
TARGET COMPETITIONS. That's ClD.000 worth in every issue ot 
NRG, ejcdiusrv*' to members 

fhat f why 4Vir l&O r 0OO people huvt joined IpecFul 
Reserve, iht biqqesi garnet club In Ihe World! 

0279 600204 

GArYi 8pm WMhdiyi, km to 5p*n iaturd^, 10am to 5pm Sunday 

lOdir Vj 5p'i' feS'ik Holrjflys, Conli-malK>r;H«e()1 fram Icy 9V*r^ or*r 

THERS JSASURChWRdtOF 5epPEP QAME ON TELEPHONED OROEHS. 

You can also Fax your order to us on: 0279 726842 

W« pfric ounrf^-es or.eur flf»f-6ahsfl M^vfce. iietjeii^i wr.ic* i^esi 
InavrtaUy scmo games I Hied may n«4 yal ba arable. P l tM l phftH* aalaa on 
C2T9 EOCldO* to check swalabniry bslara oilenrq. In Ihe avenl uf deiHy wb issue 
ralnrrfr. r.r raquast al a.ny Mm* prior la daapatch. Wa rasari* Ihe nr/il to 4#iang# 
prc«(. Mihaur 01W rclrlcalKHi € A O E. 

HeflftWrM 0«ce & CklfJ Shop lnler-Mt*.1i?ii=s .in. ? 5rxirh Bar* The UUi Mings. 
SHWurd^e^Orlh Herts. CM21 9PO 

AJIpncas nduda VATandcarrtagv it UK mainland. Sea hasa cH fxaer rbrm Iw 
r*ifiT>fl^t tmirchargai. Wa xuppty harm^ara onr^'la UK mainland addrauas. 


MCM1I1SH1P FIES 


4 MONTHS 

TRIAL 
MEMBEtS-Hir 


UK MEMBERS 4.99 

OVERSEAS K NENNI3 4-DO 
OVERSEAS 'rlDH I D WE^BE 7.30 


ONE TIAR 
ANNUAL 
MEMIEISHIF 

1Q.-DO 


TWO TEM3 
WITN fill 
HARD ilHDfl 

14.99 

MM 


We QNi_V &UPPLV MFMRFRS RUT ViJU CAN QRDER AS YOU JQM-J 
ThERE iS A SURCHARGE OF 50p PER GAME Oh TEL FPHQMFD ORDERS 
|Pl_£ASEPr»fT IN E>LOCK CAPITALS) EVES 


1 1 Acdrass 


Ph^ne 


En:er membErEhip number fir applicable) or 
new MEME3tHSHlP FEE (ANNUAL 

itfiTE 


[LSDl 


item 


ALL PRICES INCLUDE UK POSTAGE A VAT 


Cheqye-^ O 'toess-'Maserca'cLSwilcri Vsa iSwrtcr 1 Issue No 


Card 

expiry dale 


SKFiaiura 


Cheques payable 1o: SPECIAL RESERVE 

P.O. BOX B47, HARLOW. CM21 9PH 

Cu-erieaa Orders Surcharge (EC or Woridl: Software ordera 
pie?** Mid £2 W per Hem. Non-aoTtware !lam* please add 
25%, Hardware items supplied Id UK mainland only. 
Overseas orders must be paid by credit card. 
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Cut louse in a world of 
blazing adventure. 
Blade of Destiny is a 
vasI i^.iihc-, w lik I] c .hi he 

played at one 
mi two it i I Hi ukv level s. 
For the Inexperienced 
lote-pLLVei [here is [lie 
Two-screen mode, aNuwing 
you to get on with the action 
(llsi w hile the computer 
h;aiirilf B & n\] die detailed 


work on skill values and 
spells. For the dedicated 
veteran, there is twenty- 
screen linirle . Usa n^ ih i s you 
can control M aspect.* 
rhf your ehnr;srler. 

* 6 Player 
CharatierS} 
chosen from an 
almost infinite list 
of possibilities. 

* 12 Character 
Archetypes 
(including Warrior, 

Jester* Dwarfs 
Druid \ Ice Elf...) 

■ 1 3 Attributes 
(from Ck)urage 9 
Strength and 
Dexterity to 
Superstition 
and Avarice...) 



Availabijs ON: CBM Ami* a (mjmhi h mi hi »k v khji IRED 1MB, 
I1ah.ii Hhivk Khj^r ikils I.HMbK 
PC &r Ccxupatehi-es 4 VGA, minim l m memory reqi/iked ti40n, IB 86 ok bkickk 

SON'IC Sl.PFORTS; A1X. MAJOR Stll MH 1ARIIH, SEE PACKAniXfJ FUR DETAILS). 


towns, dungeons a* id en her 
m hem ure opportunities! 
Your heroes fare niiim 

\ i azardoui journeys 
by road and ship as lht*\ 
explore the fantastic 
realms and cities ol A i Luna, 



Your belt »e eh.ir.n In s iiiljhI 

track down every lead 
and Find every contac[ if they 
are to succeed in their 
search for Grimring, the 
HLide ol Destiny! 

Full forward-view 
& 3-D movement. 

* Town & dungeon 
automapping* 

* Auto<ombat 
option. 

* 12 Magic Lores, 

* Over 50 skills. 

9 Over 50 weapons, 

* Over 20 different 
monster types. 

* Over 400 hoars of 
epic gameplay* 



£ JUV.F tut Mt/i . i III 1 1 I l.dlHiii.1. U( "tirjtut I 'p^l ) rijpll fl C J-J^l Ir^l f M'-i | J Jil|ft|» f lalllv 4 I i | ■ j,- 1 I Il I I I *H | A HlljjF % I- ■■ U 

WfrtwJ *f-ii w ^i. rut, J un44i*tni*utriiMn4ft hi#H« HM.nUlU IrmJ* M Nuilf^M H^irtt, tHfmtgh m, N*"M*. 'UlUlt li#* 


*iCMCM ikati hU iIitIm JnJi-ilih/il hi tor iJhisJp.i-r 


i iMImI.Tu nm 



QUI I V HINTS 1 1 Pi HHP (ALL THE «OLD PHONE: SPELL J AWHE«I IN ■ ElE ftF TNE iEHOiftEfi IN * VEIL OF OARRNEES * DlflK SUN * Iff Of THf HtriULLFR ■ LfOEKD OF 

IT^^ll I GAflKNOOH |£ rE DF THE lEtiQLBER III • QFUGQNI, OF FiANt + HERQES OF THE LANCE Ttl 0114 654 I 3fl DPf H^TIOH S IEALTH - ANfllHEfl WORLD ■ Fv A5.H&JCK ■ HUI&E 
^^^LUPfflRir^mjl LP ^ CORPSC Ttl: Ot^f -ili 114 LUCftSARTS IIELiPLIil * f, I C H LIE K '!< RiMENGf iHDHKtT ISLINl ^ * IHfiiAhA JC1HIS ilAE-T CRUSADE 1 f ATE OF AT LA RIMS) * 2AK 
J-rd t ^i^lll HClHAEKf R ■ MANIAC MhHSIOH ■ LOON « THE SECflET Of MDHKEY I5LAN4) - < W1N£ TIL 0139 4 94 133 IWJQIMlfJOU HHi: A 54 I 24 * [tuitMl Qf 

l^^^l VALDlIR TEL DI30 401 * ACtESS HELPLINE. AMAZON TEL 0t34 frS4 344 p SlR-TECH HELfLJNE: CRlfSADEKS DP 1NE DARM SA'i^Hl "i 0839 994 *77 

SLHVkC-E PHUtflDED RY U.S. GOLD Ltd., UNIfS ?V3 Hijkf GHtl WAY. HDL FORD BIAMIM&HAM R6 TAX M= YIN ANE UROEfi Ift PLEASE GIT PERMlSSkDN TO USE THE tiiEPttRNE. CflUS COST 3Rp PEA AAlNUtE CHEAf HATE. J bp 
PEfl MINUTE ALL OTHER TIMES. PRICES CfiRRCCT IT TIME UF LiDltNLi TO PRESS. If IN ANY DOUBT LGN1AGT U.S. EOiD CUSTOMER ifcKVILES FUN FULL UUA\H OF CURRENT CHARGES AND CONTENTS. 



With so many whacky cartoon characters 'starring' in their own 
games nowadays, how is a da ft -too king red chicken supposed to 
stand out from the Zools and Mr Nutz r s of this world? 
Easy... He should stand for parliament. 

At least that's the scheme that Mindscape came up with to promote 
Alfred Chicken - and with the Christchurch by-election causing such a stir 
in the news last month, the whole publicity stunt turned out to be eggs- 
axtly what the doctor ordered. 

For the minuicule wru of f 500 (the Standard deposit which to be 
paid by all prospective parliamentary candidates), Mindscape launched the 
political career of Alfred Chicken, whose long and arduous campaign even- 
tually netted Nm the sum of 18 votes - two ahead of the Rainbow Alliance 
Party. 

Probably more important than all that though, the ensuing media cir- 
cus won the foolish fowl countless TV appearances (culminating in a clas- 
sic scene where he lined up alongside the Labour, Liberal Democrat and 
Conservative candidates for the announcing of the result) and numerous 
appearances in the tabloid press, 

Alfred wasn't the only candidate to stand on a slightly less than seri- 
ous platform, as the by-elec- 
tion also attracted entrants 
from the 'Sack Graham Taylor 
Party', the slightly less subtle 
"Guy the Daily Sport Party' and, 
of course, some twit from the 
'Monster Raving Looney Party r . 

All of the above lost their 
deposits but there was even 
some consolation to be gained 
from this, as the same fate 
befell the Labour candidate. 

All of this mullarkey, of 
course, was nothing more 
than some barefaced publici- 
ty-seeking for Mind scape's 
forthcoming platformer, 
Alfred Chicken, which you can 
read about in more detail on 
page 42 

Now what about John 
Major: The Game? 




IT'S RALLY GOOD! 

After a long period of quiet on the games front, Europress Soft- 
ware look set to bounce back with a vengeance when Rally 
is released on the Amiga this November. 
Produced in collaboration with the RAC, Rally is a faithful simula- 
tion of this year's four-day rally, which is the final round of the World 
Rally Championship. Players will be able to get behind the wheel of 
a Ford Escort Cos worth P a Toyota Celica or other entrants from Lan- 
cia, Mitsubishi or Subaru and try their luck at winning this highly- 
prestigious event - without ever having to leave their armchair! With 
the RAC 's help and guidance r Europress Software claim to have cre- 
ated the most accurate, authentic and up-to-date rallying simula- 
tion around. 

And it certainly looks impressive from these PC screen shots, what 
with its texture-mapped scenery and what not. How the Amiga ver- 
sion will fare in comparison is anybody's guess at the moment, but 
our hopes are high. At least there will be a 256-colour version for those 
lucky A1 20O/A4OOO owners with their AG A chipsets. More news soon. 



One swallow might not make a 
summer but a video game show 
definitely means that winter is fast 
approaching. Yes, Live '93 is near- 
ly upon us. It's a general consumer 
event which will features games 
alongside all manner of electronic 
gadget ry including hi-f L cameras, 
televisions and so on, The comput- 
er games side of things will feature 
'pairs' competition, where teams 
kust consist of players who ''span 
two generations'". Live '93 will take 
place at Olympia between Septem- 
ber 16th and 20th. 


WHY I LOVE MY 
£1.75 THE ONE 

As a single mum try to make 
ends meet S know good value 
when I see it. And there's 
nothing to beat the £3.75 
bargain The One. It's brilliant 
for reviews and I love reading 
the WIPs and letters to the 
Editor. Keep up all the good 
work. 

Jenny AbrOOk, 
Hillingdon. 

lI~V 
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NEWS 


THE CODIES 
GO COSMIC! 

I n case you've been wondering why Code masters have been so quiet 
of late, it seems that the Warwickshire whizikich have been busy knock- 

I ing about with Sega for the last few months or so and haven r t really had 
a lot of time to spend with their old Amiga churns. 

But rest assured all of that is about to change, as the Codies are planning 
to come back withabangand have lined up two major Amiga games to 
keep them busy until Christmas. 

The first is the eagerly-awaited Amiga arrival of Codernasters' hit Mega 
Drive game. Micro Machines, a multi-vehicle arcade racing game with a 
difference. Turn to the Work In Progress on page 40 for the low-down on 
this, 

Following that is Cosmic Spacehead. Featuring the first ever alien tourist 
as its eponymous hero, Cosmic Spacehead is an arcade adventure set in 
three locations - the planet Linoleum, the asteroid Detroitka and an orbit- 
ing space station. 

Along the way there are characters to meet puzzles to solve and 32 
arcade action games to master as Spacehead attempts to prove Earth's 
existence by bringing home some holiday snaps of our planet. 

Despite the fact that it will not be released until November Cosmic Space- 
head has already attracted the attention of Central Television, which will 
be broadcasting a 'making of 
the game' documentary during 



October. 


WHY I LOVE MY 
£1.75 THE ONE 

What a joy it is to read The 
One - not only do you cover 
all the latest games but the 
mdtjdzine is good fun loo. 
Td be happy to pay up to 
forty-five Earth pounds for 
a magazine that makes me 
grin. 

Simon Byron, 
East Finchley. 




COAAAAODORE 
GET BULLISH! 

In an attempt to consign its recent financial problems to the dust- 
bin of history H Commodore has announced an optimistic let of 
sales forecasts for the Amiga, in all of its multiple guises, for the 
remainder of 1993, 

With the first hatch of 40 P 000 CD32s arriving in the shops in early 
September, Commodore is predicting that it can sell 400,000 units 
of the machine throughout Europe in the run-up to Christmas, By that 
time, the CD-based model will be joined by a new A1200 pack for the 
festive season. The A600 however, will probably become a thing of 
the past, 

Overall, Commodore is hoping to sell a total of 450,000 Amigas in 
the UK throughout 1993 - this will be made up of 220,000 A12u0s, 
ia0,000 CD32s and 50,000 AfcQOs. This will better the 1992 figure by 

50,000, 

Commenting on the imminent launch of the new CD-based Amiga, 
Commodore's joint UK boss David Pleasance says: 'We re putting 
everything that we've got behind this one - and that includes TV and 
lots of promotions. This machine is going to be the biggest that we've 
ever had." 

Commodore is remaining tight-lipped on the subject of the new 
machine's Full Motion Video (FMV} upgrade module, but sources close 
to the firm suggest that it could be available by as early as next month 
at a price not un adjacent to £200. 


WELCOME TO DISCWORLD! 


Legendary science fiction 
comedy writer Terry Pratch- 
ett has become the latest 
cult hero {following the likes of 
Dave Gibbons and H.R. Giger) to 
become embroiled in the world of 
Amiga games, as Croydon- based 
Teeny Weeny Games has snapped 
up the rights to develop a game 
based on his long-running series 
of Discworld* novels. 

'We're really pleased with this 
one," says Teeny Weeny managing 
director Angela Sutherland. 'Terry 
wasn't all that interested to begin 
with ■ apparently he'd had a bad 
experience with another soft- 
ware company about six or 
^ seven years ago, so he was 
reluctant to get Involved 


again. Hut after wfe spent six 
months pursuing him, he went 
from showing no interest at all to 
being really enthusiastic, and 
eventually became really involved 
uvith all aspects of the game." 

Becoming involved with all 
aspects mean that Pratchett keeps 
a close eye on the script through- 
out the game's development 
offering advice and suggestions 
along the way. 

The game ■ which will go by the 
imagination-busting title of Disc- 
world ■ will be a Monkey Island 
style graphic adventure, featuring 
the exploits of one Rincewind, an 
inept wizard who is helped along 
the way by his luggage' (a multi- 
lagged intelligent chest). 


Teeny Weeny Games, which up 
until now has specialised in con- 
sole game development, is cur- 
rently in discussion with a number 
of other programming teams to 
find a suitable home for the 
Amiga version. 

Before Pratchett fans become 
too excited by this news though, 
it should be noted that the game 
will not be available until next 
Christmas (yup... Christmas 
1994!), at which time it will arrive 
on both CD and floppy disk. 

A The Disc world is a flat world, car- 
ried through space on the shoulders 
of four enormous elephants, who in 
turn stand on the giant shell of Great 
A r tuin r a 10,000- mi ie long turtle. 



NEWS 


GAMETEK 



GOING! 



With the exciting business of 
setting up a new office, 
hiring top-level industry 
gurus to sit behind the desks and 
making numerous bold statements 
now all but complete, the UK's latest 
US immigrant publisher Gametek 
{which is headed up by ex-Com- 
modore chief Kelly Sumner) has 
finally knuckled down to the mun- 
dane day-to-day activity of announc- 
ing its first games. 

Consisting mostly of conversion of 
its own existing console titles or sim- 
ilar games licensed from cartridge 
giant Konami, Gametek's debut cat- 
alogue contains games of mixed con- 
tent, quality and price. 

First up will be September's 
releases: Nascar American Gladia- 


tors and an A1200 version of The 
Humans, 

Based on the North American 
Sports Car championship (hence the 
name) and co- designed by top driv- 
er Bill Elliott and the Distinctive Soft- 
ware team (of Test Drive fame), 
Nascar will attempt to recreate the 
thrills and spills of high speed trade- 
tastic action, For some reason best 
known to themselves, the powers 
that be at Gametek have chosen to 
slap a £14.99 price tag on this one - 
while insisting that it r s not a budget 
game! Time will tell. 

American Gladiators is a multi- 
faceted 'sports simulation' based on 
the US original which I TV borrowed 
for its own Gladiators series. Priced 
at a more normal £24.99, this one 
includes all of the stars of the US 
show (including Nitro, ke and Thun- 
der) in a succession of bone-jarring 
events including The Wall, The Joust 
and The Powerball 

Finally for September will come 
the A1 2 00 -spec if ic version of The 
Humans, the prehistoric puzzle game 
which was a hit last year for Mirage. 
This was originally a Gametek con- 
sole game in the US and now that 


the firm has set up in the UK it has 
decided to publish the enhanced 
Amiga version itself. 

The final entry in the opening 
Gametek line-up will be October's 
Batman Returns, a beat-' em- up/driv- 
ing game based on the sequel to one 
of the most hyped movies of all 
time. This time around, the Gaped 
Crusader takes on The Penguin and 
Catwoman in an attempt to once 
again rid Gotham City of evil. 




• 
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DAY TON A 
Number of Laps to Run: 20D 


For a playable demo (state computer) send £ 2.99 to: Daze Marketing Ltd., 2 Canfield Place, London NW6 3BT 




NEWS 


GREMLIN PROMISE MORE LOTUS! 


Gremlin Graphics is set to 
i continue its relationship 
with the glamorous 
world of racey sports cars, with 
the signing of a new long-term 
licensing agreement with 
Britain's finest, Lotus. 

The new worldwide agree- 
ment, which looks set to take 
Gremlin and Lotus hand in hand 
into the world of new technolo- 


gy, gives the software publisher 
exclusive worldwide rights to 
produce games based on Lotus 
hardware for a period of three 
years. 

Speaking for Gremlin, marketing 
director David Martin says: "The 
Lotus endorsement is a seal of 
quality. We are delighted to be 
renewing our agreement with 
Lotus and look forward to working 


with them on new games for the 
new technology now on the way." 

It's believed that this 'new 
technology' will include Com- 
modores new CD32 player. 

Gremlin's first Lotus game 
appeared way back in 1990, 
since when the series has gone 
on to sell more than half a mil- 
lion copies in all of its various 
guises. 


SDL AND SILICA CO 
HARDWARE BONKERS! 



T~~|hings are hotting up on the Amiga hardware 
front, with two of the biggest names in the busi- 
ness offering new deals on both the A1 200 and 
theA57Q CD-ROM drive. 

With the basic 1200 having dropped in price to £29% 
SDL is now offering a new configuration, complete with 
a built-in 30Mb hard drive, for the original price of £399. 
Both this new set-up and SDL's original B5Mb hard drive 
model are completely covered by Commodore's one 
year on-site warranty. 

While SDLs offer is totally hardware related, the new 
AS70 promotion from Silica Systems prefers to leave 
the existing CD hardware intact and concentrate instead 
on offering an improved software collection. 

The new bundle offers four titles - Lemmings, 
Hutchinson's Encyclopaedia, Sim City and the Fred Fish 
CDPD Collection - along with the basic drive, for an 
inclusive price of £149. This represents a saving of 
almost £315 on the original recommended prices. 


MIRAGE RISE AGAIN! 


Something stinks in Metropo- 
lis 4 - and as the waste dis- 
posal is entirely carried out 
by robots, it can't be the trash, 
The Supervisor a super comput- 
er/robot which singlehandedly 
takes care of the city's infrastruc- 
ture, has gone a touch mental 
and is running amok within the 
vast Electrocorp building. 

Sensing the danger, the Elec- 
trocorp management has decid- 
ed to fight fire with fire by send- 
ing in a hard-hitting cyborg to 
switch the mad machine off for- 
ever. No prizes 
for guessing 
who this cyborg 
is, and a similar 
amount if you 
worked out that 
all of this is an 
excuse for some 
good old-fash- 
ioned beat- 
em- up 


action. 

However, this is no straight^ 
ward beat- J em-up (as the pictures 
will testify) as it consists entirely 
of very impressive ray- traced 
characters. While the static pic- 
tures Hook impressive, it remains 


to be seen how well they will 
function once they get moving - 
CD-ROM owners will be able to 
find out for themselves sometime 
before Christmas, when Mirage 
releases Rise Of The Robots for 
AS70 and CD32. 





STRIPTEASERS 

...Computer games domination 
of the high street continues 
with the latest entrant to the 
race. Future Zone, pushing 
ahead to meet its target of 
opening 40 stores throughout 
the country by the end of this 
year. The latest future Zones to 
open their doors to the public 
are in Blackpool's Houndshill 
Centre and the Lakeside Shop- 
ping Complex in Thurrock... 

Looks like it could be time to 
clean out your PD disk collec- 
tion r as the government is 
launching a crackdown on com- 
puter pornography. The influ- 
ential Home Affairs Committee 
is to carry out an enquiry into 
the alleged problem, the results 
of which should be available 
before the end of the year... 

...Construction begins this 
month on Cannon ball City, a 
new S30 million Tokyo theme 
park funded by arcade giant 
Taito. This follows a similar 
move by Sega r s arcade division 
and could mark the shape of 
things to come in out-of-home 
gaming. It's not known if Taito 
has any plans to recreate the 
Cannonball City concept in the 
West*** 

...Good news for A120O owners! 
EA have got a special A1200 
only version of Wing Comman- 
der in the works, boasting 256 
colours throughout and a faster 
screen update (apparently the 
code is being revamped to take 
full advantage of the A1200 J s 
GSQ20 processor and its special 
features). The game should be 
ready for an Autumn release, so 
look out for a full review soon.,. 

. ..Don't say we told you, but 
rumour has it that Stavros 
Fa soul as and his Finnish coding 
chums Terra marque have got 
an Amiga beat- r em-up in devel- 
opment that makes Street- 
fighter 2 on the Super NES look 
like a Spectrum game, Stavros 
(who was responsible for some 
of the greatest €64 games ever) 
unveiled the game in demo 
form on an A500 at a recent 
coder's party and apparently 
jaws dropped around the room, 
Indeed, so impressive was the 
demo that many of the onlook- 
ers started searching for a hid- 
den A4000 'behind the scenes 1 . 
No news on who's going to 
publish it yet but we'll keep you 


NEWS 


OH WHAT 



Apparently there are a few odd folk out there who actually pre- 
fer the ergonomic disasters which console owners refer to as 
'joy pads 1 to the good old-fashioned British joystick ■ the 'stick 
that's seen this great nation through thick and thin, the 'stick that 
built an empire... (any more and you're fired - Ed). 

Ahem. If you are one of those people, then Spectra video have just 
the thing for you. in the shape of the new six-button Log i pad. Fea- 
turing closed micros witch technology (coo!) and two types of autofire 
on all six buttons, the new pad will be available shortly priced at 
£17.99- Joypads... pah! Next they'll be getting rid of the keyboard 
and turning the Amiga into a console... 


CHARTS! 


FULL-PRICE TOP TEN 

As supplied by Virgin Games Centre. 

1. Syndicate (Electronic Arts) 

2. Dune 2 (Virgin Games) 

3. Goal! (Virgin Games) 

4. Gunship 2000 (Micro Prose) 

5. Space Legends (Empire) 

6. Graham Gooch's Cricket (Audiogenic) 

7. Flashback (US Gold) 

8. Championship Manager '93 
(Do mark) 

9. Desert Strike (Electronic Arts) 

10. Battle Isle '93 (Blue Byte) 
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ALERT! 

We hope you are still enjoying 
Trex Warrior, the Thai ion game 
we gave away on last month's 
coverdisk. However, there were 
a couple of rather serious omis- 
sions from the game * instruc- 
tions. Let us now make 
amends.., 

To fire missiles, wait until 
you've got an enemy droid in 
your sights and then press the 
'M 1 key- The sight will change. 
When you press the left mouse 
button you'll now loose off a 
missile, 

To use the shot k waves the 
process is identical, except that 
this time you should press the 
J S* key to change the target 
sights. 

Hope that helps you all out. 
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WHY I LOVE 
MY £3.75 
THE ONE 

The £3,75 The One is a god- 
send for pensioners like 
me. It's always been my 
favourite. No other maga- 
zine helps its older readers 
by making the pictures fair- 
ly large so we can see 
them, 

s David Upchurch, 
Highbury. 



DIAMOND 

LEAVES 

GAMES- 
MASTER 


The new series of Channel 4 b 
popular Gamesm aster pro- 
gramme, which kicks off a 2£- 
show run on September 9th, will 
ha ye to cope without its long-stand- 
ing presenter Dominik Diamond, as 
the amiable Jock has turned in his 
But) ins-style redcoat to head for pas- 
tures new. 

The departure comes as the 
show's maker Hewland Internation- 
al has signed a sponsorship deal 
with burger giant McDonalds and 
begun a campaign to take the show 
overseas to new audiences. 

No news has emerged as to who 
will be Diamond's successor, 
although Hewland has confirmed 
that Patrick Moore will continue his 
role as the floating head Gamesmas- 
ter. dishing out help and advice to 
beleaguered gamers. 



ghm f&r fong - he ten 
feke One Step Beyond 
to rstrfeve his Quavers! 


'JEAN SOFTWARE LIMITED. 




Five copies of Hired Guns 
for the runners-upf 
All courtesy of 
Psygnosis! 


THE NEEDLESS 
WAFFLE 

It only seems like a month has 
passed since we offered you the 
chance to run around a Quasar arena 
with lasers, shooting The One team 
and generally reliving four childhood 
fantasies all tour* e4| of our marvel- 
lous Walker compo. Oh it was. 
Damn, let's start again. 

Last mont| we offered you the 
chance to run arouruLa Quasar aretia 
with lasers, shwtinf The One team 
and generally reliving yout "hi Id hood 
fantasies. WeM now if s time for the 
real fun to begin. You seen Walker 
may h^we been an ultra- violent blast 
with bodied sowing Htr#s of blood 
all over the place but Hired Guns is Okey-dokey, down to business. To 
much, much harden stand 3 chancy of paying paint ball 

Forget the relative safety of a against both us and representatives 
huge, armoured, ED2Q9 -like robot * rom Psygnosis all you have to do is 


proved an asset and quick-thinking 
Jenny, not bothered by the prospect 
of unemployment, picked up a care- 
lessly discarded A5 leaflet she'd spot 
ted which advertised the fujfT sport 
of paint balling, 

"Why not have a day's paint- 
balling for the winner and a friend as 
the prize?" she suggested P 'you'll 
use guns and probably race up high 
hills all day/' 

"Brilliant!" shouted everybody 
except Dave. "Let's do that/' 

"Fume/' thought our Ed, 'if it 
wasn't for those meddling kids. 



in Psygnosis 's latest release you have 
to wander through post-apocalyptic 


correctly answer a few questions* 
write them down on a postcard or 



AND THE 


cities on your own two feet, a«a*- sealed envelope and send them to: 
sinating specified targets whilst AAA Compo, THE ONE, Priory Court, 
managing to maintain an acceptable Farringdon Lane, London EC1 R 

supply of life points Thmgs will get 3AU * to reach us b ¥ no later tnan 
tough, yes, there'll be plenty of September 2 8th. 
bloodshed and tears, that's for sure, Th * n « apart from the iittle matter 
but - hey! - who said computer of actually gettsng your entry drawn 
games aren't meant to be rock hard 7 f rom th * over-large hat, the prize is 
A suitable priz^ for this. Hired yours, Psygnosis will pay for your 
Guns compo hasn't been easy to travel expenses to the secret ren- 
find. We were going to furnish you dezvous where the action can begin 
with an M16 or other weapon and ( as lort 9 ** Y GU in the UK, that 
ask you to a isassi nate a prominent of course, if you aren't fortunate 
politician until Dave pointed out that enough to win the first prize then 
we d probably get into trub with the don ' f worr y y OLj r pretty little 
coppers and r sent down' for a long heads, as there's always the chance 
time. When we reminded him that S^ 11 receive a copy of the game if 
as Editor, any l*>gal obligations sit vou re fortunate enough to be a run^ 
firmly on his shoulders and that if ner-up! Hooray all round! 
anyone was going to be sent to ^^^^ 
prison then it would be him - which 
we d quite like - he told us to shut 
Hp. 

Another idea we had was to give 
away a portable CD player with long, 
st pit -I ike legs, complete with a copy 
of AkI Rose's latest waxing (Higrv 
ered Guns 'N' Roses, you see) but 
once again our humourless boss 
thwarted our plans and marched us 
out to the company carpark. 

"You shags," he shouted, spray- 
ing a sea of spittle over the posh 
new cars that all the big-wigs had 
recently acquired. JJ lf you don't come 
up with a stonking prize in the next 
half a second then I'm going to sack 
you aH. IJ 

Jenny's eyes began to fill up with 
salty tears, Matt's bottom \\p began 
a quivering, my legs turned to star- 
wberry flavoured jelly. Could this 
really be the end? 

INIah. Thankfully the pressure 



III 

1 What song featured the 
words Higher and higher " in 
its chorus? 

(a) Temptation. 

(b> The Only Way is Up. 

(c) 99 Red Balloons. 

2 Last month's spine message 

"Guns, guns* guns" came from 
which film? 

(a) Robocop. 

(b) The Guns of Navarone 

(c) Annie Get your Gun. 

3 Which top programming 
team wrote Hired Guns? 

(a) DMA Design. 

(b) Psygnosis. 

(c) Mark Blewitt and his mates. 



"...great looking, fun graphics and 
addictive same-play makes this 
a superb addition to your collection" 

THE ONE 
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Once again it's that time of the month where we like to delve deep into The 
One's mailbags and see what our beloved readers are up to. Worried about 
a new machine? Worried about piracy? Worried about that big spot on your 
bottom that glows in the dark? Anything that concerns you r concerns us. 
(Pause for loving, sincere smile and cheeky wink.) So grab a pen and paper 
this instant and write to us at; Letters, The One, Priory Court, 30-12 
Farringdoti Lane, London EC1R 3AU; or FAX us on: 071-972 6710. 


I, PIRATE... 

Dear The 0ne r 

I was until recently a 'pirate' . Since 
then, however, l r ve read about DMA 
Design quitting from the Amiga 
games scene and deeply regret it. 
The reason for my pirating was the 
fact that I simply couldn't afford to 
buy many original games, although 

1 still bought the ones which were 
really good r like F1 Grand Prix, Mon- 
key Island 2, etc. In fact I have about 
twenty original games in my collec- 
tion, excluding programs like DPaint 

2 and 3. 

I thought it might be useful to list 
the things that have, in the past 
stopped me from pirating. 

Good copy protection is one 
thing. Project-X was the last game I 
tried to duplicate for a friend. I used 
X-Copy and then made an attempt 
at it with Blitzcopy - the one that 
comes with the PC&80B power drive 
- all to no avail. I understand that 
most piracy and the greatest loss of 
money to the software companies 
is due to teenagers like myself who 
copy games for their friends. 

Obviously, most of us have nei- 
ther the hacking skill nor the 
resources to splash out on hardware 
that can copy them. This method of 
protection must work best, as I have 
not seen or heard of a single copy 
of Project-X circulating. This signi- 
fies that it must also be sufficient to 
stop the most hardened hackers. 

Then there's the old 'type in a 
word from the manual' protection. 
. With this it is possible to hack 
■k the game so it just becomes 
useless - whatever you type in 


the game works. I heard of a num- 
ber of working F1 Grand Prix copies. 
It is unfortunate that the best 
games, usually hard drive installable, 
also have to be copy able CD could 
stop this problem. 

Also sortie games, such as Indiana 
Jones and the Fate of Atlantis r have 
a fairly short manual, which you 
need to have in order to start the 
game. Easy - just photocopy it. Code 
wheels are the same - it's easy to 
just take it apart, photocopy it, then 
reassemble it,., Darkseed - The orig- 
inal I tried at a friend's house near- 
ly always chose one of two words. 
Operation Stealth's idea was good 
- the goggles system worked very 
well. 

Why not have a combination of 
the best elements here? A massive 
booklet (small pages but very thkk 
would be preferable to large pages 
and fairly thin K as you can only copy 
one page at a time) printed on 
cheap paper to save money, just 
stuffed to the brim with useless 
words and numbers, possibly in 
such colour combinations that black 
and white copiers cannot distin- 
guish the two. 

Then have a disk which runs the 
copy routine as a boot disk that is 
needed only at key points in the 
game and for booting up the pro- 
gram. Have this guarded like Fort 
Knox when it comes to piracy in typ- 
ical Psygnosis/Team 17 style * the 
aforementioned are renowned 
amongst many small-time pirates 
for the blisterinq copy protection 
their games sport- 
Fur hard drive users, everything 
but the boot disk is installed and is 
only requested occasionally at 


points which will not 'interrupt the 
flow" of the game. I can't see any 
problems with this idea and would 
be grateful if you would print this 
and possibly pass on the idea to the 
softtQs if it will in any way redeem 
my past crimes 

For the idea to be really success- 
ful though, the game would have to 
be released at a low price. I'm not 
sure if D-Genpration was a success, 
but I certainly didn't hear about any 
copies of it. And what do you think 
of these ideas? 

How about a feature on the sub- 
ject? It might make some pirates 
think twice before continuing their 
activities. 

Anon Ex -Pi rate. 

And talking of piracy.,. 


GIVE PIRATES 
A COLD! 


Dear The One.. 

Whilst reading some of the letters 
in your magazine about computer 
piracy I came up with an idea how 
to stop it. This idea of mine is virus 
protection, When a person is copy- 
ing a game, a virus is put on the 
criminal's computer making it total- 
ly useless. This could be done if a 
program was put on the disk that 
could tell if information H being 
taken off it out of its own operating 
system (Team 17's PDOS for exam- 
ple), 

I think that the virus should also 
be downloaded on to the comput- 
er if somebody attempts to enter 


the program's code, in case the per- 
son was trying to remove the pro- 
tection program (or off-disk copy 
protection for programs that are 
hard drive installable). 

I know that this idea has a few 
flaws that would have to be solved 
(such as virus checkers) but if this 
idea worked it would boost game 
sales and the pirates would have to 
buy a new computer boosting Com- 
modore's sales as wellf 

Can l also add that I would like to 
see a hardware and utility section in 
your magazine? I know your 
response would be "we only do 
games' 1 but you could make a sep- 
arate magazine for hardware and 
utilities included in The One. If you 
could do this and keep it at the 
same price it would be better value 
than any other Amiga magazine 

Matthew Kelly, 
Wiltshire, 

It's an interesting idea Matthew but, 
as you admit, it does have a few 
flaws, For a start the 'virus' you pro- 
pose is practically intelligent - after 
all, how would it he abie to 'tell' 
someone was trying to hack into the 
code? Also* it seems a little unfair 
to penalise people who may be 
innocently trying to make back-ups 
of their disks by killing their Amiga! 

As to the inclusion of techy stuff 
in The One, well, your guess as to 
what our reply would be is pretty 
accurate, it has to be said. We do 
occasionally touch on techy stuff 
but only when we think it's of inter- 
est to games players (like the CD32). 
Printers, hard drives and ali the rest 
we'd rather leave in the capable 
hands of our chums on CU Aitiig^ 


CATALOGUE 
CONUNDRUM 


Dear The One, 

l uvoki? on June 26th in a sweat and 
with a feeling of joy, for it was time 
to go down the newsagents and 
pick up my copy of The One- 
After reading through your excel- 
lent magazine and foaming at the 
mouth over /our amazing 
CGverdUks, I got to the Next Month 
section where you said you might 
have more news on the new Amiga 
CD thingy. 

You can imagine my shock when 


the next day I was looking through 
my mum's newly delivered club booh 
and what should I see, but the new 
Amiga CD 3 2, 

How can Commodore give infor- 
mation on the new CD to a bloody 
catalogue that doesn't know the dif- 
ference between a crap blue hedge- 
hog and a god like Guy brush Three- 
pwood but not say anything to you 
in time for the July issue? 

What also gets me is the fact that 
there was no advertising for the 
CD32. Surely Commodore learnt 
their lesson from not hyping the 
A50G\ AGOO and A1200? 

Ben Meads, 
Rugby. 


SUMMERTIME BLUES 



Dear The One team, 
Summer holidays are great but they 
can become long, boring and incred- 
ibly bizarre. On one long, boring, 
incredibly bizarre day l became fed 
up with doing nothing in the garden 
and so decided to so nothing in my 
room instead. Before I knew it, I had 
booted up DPaint 3 and was making 
some interesting squiggles on the 
screen of my TV. Lof These things 
represented The One team! How 
incredibly bizarre! 

Upon pouring more and more lav- 
\h detail onto thr squiggSes, the 


resemblance became uncanny- I 
popped both this note and the disk 
containing the piety res into an enve- 
lope and sent it to you. This may 
relieve the tedium for you. Of then 
again, maybe it won't. 
The incredibly bizarre Neil Jack, 

Fife, Scotland. 

Where do you get #N your energy 
from, Afe/J? Thanks for the pfceies, 
though, MpecfeWy mine - / always 
tell everyone that it's muscle, not 
fat but they just won't listen. 


FRMINfl 1 OR EERie-s rn *i t 
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LETTERS 


P.S. Please can I have a signed photo 
of the lovely Jenny "Beauty' Abrook 
because she's heavenly and also one 
of Upchurch so that I can put it in 
the garden and scare off all the cats. 

To be fair to Commodore the reason 
we found out about the CDJ2 after 
the catalogue people is simply that 
their publications have to go to 
print a fang, long time before they 
appear in people's letterboxes. For 
obvious reasons Commodore was 
keen for the catalogues to include 
the CD32, so they took the risk that 
they might be pubfished before the 
machine's officiai unveiling. As it 
happens it was a risk that didn't pay 
off, with the catalogue people pip- 
ping us and other computer maga- 
zines to the post Ah wefh never 
mind, 

P.S. I was all ready to hrwp a signed 
photo ofJenners winging its way to 
you u-ntii I read your second com- 
ment. Now you can go sing for it 
ugfy. 


LETTER 

FROM 

CANADA 

Dear The One, 

I'd like to comment on can interview 
with Kelly Sumner I read in your 
February issue. He mentioned that 
business in the USA wasn't doing 
too well. Well, I d like to talk about 
my city, Toronto. Although it isn't 
part of the US, it is the sixth largest 
city in North America and I think the 
Amiga is doing quite well here. 

In my school alone (only 400 peo- 
ple) there are 50 Amiga 3000s and 
2000s which we use for an hour a 
week. On top of that half of the peo- 
ple in my class own Amigas r two of 
which are A1200s. Although the 
Macintosh and IBM may sell more 
units, the Amiga is by far a better 
machine. (Hear, hear! - Ed.) 

I would also like to talk about 
something else that the person 
interviewing Mr Sumner said. They 
said that companies like Sierra and 
Lucas Arts were losing interest in the 
Amiga. I have to point out that they 
were wrong about Sierra. I recently 
wrote a letter to them asking why 
they had stopped producing games 
for the greatest platform there 
The reply I received was that they 
were losing business but that they 
were now producing most of their 
games in 256 colours which the 
Amiga couldn't handle, 

This got me mad - haven't they 
heard of the A1 200 or A4000? Why 
are they still producing games 
for IBM's 16 colour EGA com- 


puters when the Amiga's graphics 
are far superior? I was wondering if 
you could clear this up for me. Will 
Sierra begin to make Amiga games 
again after more games have 
switched over to the A120Q? 
Jan ($12 0Q - £6.00 per issue) 

Sehotte r 
Toronto, Canada, 

Thanks for the ietter t Jan • it's always 
good to hear from feliow Amiga 
gamers overseas, it's true that 
LucasArts have stated that it won't 
be doing any more Amiga games but 
Sierra wili he returning to the fotd 
soon with King's Quest VI, as we 
reported fast Issue, Hope that news 
cheers you upi 


CHEAPER 
GAMES! 

Dear The One, 

I am writing in response to L Jones 
of Bedford in the August issue, or 
anyone else who has the same gripe 
for that matter. He/she complaned 
that games are too expensive at £30 
but if you'd had a good look through 
The One you'd find that the various 
mail order services around charge 
prices with as much as £10 knocked 
off. Indeed, I bought the excellent 
Body Blows for just £1 7. Some retail 
outlets do charge more than the 
actual game price but with mail 
ordering you can't go wrong, pro- 
viding you send the order to the 
right address! 

Richard Labbett, 
Leicester. 

Hey T top tip Richard. A wise shopper 
is a* er, happy shopper. Or some- 
thing. 


DISK-UST! 

Dear The One, . 

I totally agree with L Jones' com- 
ments in the August issue regarding 
the pricing of your magazine and the 
use of cover disks I object to paying 
such a price for The One simply 
because it has a couple of disks con- 
taining crappy PD games and a 
demo on the cover. Granted, some- 
times a game is okay but please, 
leave out at least one of the 
coverdisks, lower your price and let 
me choose for myself which games I 
wish to buy. 

Despite my objection I still buy 
The One because of its quality edi- 
torial content, but there must be a 
lot of people not as daft as myself (I 
lack the market research to prove 
this) who would purchase The One if 


THERE ARE MO 


Our readers don't like to beat 
around the bush, in fact some of 
them prefer to just send us lists 
of questions rather than string 
sentences together. So here's a 
selection of those probing 
queries along with some concise 
answers... 

Dear The One, 

I have some questions for you: 

(1) Win Ultima VII or Uftirna Under- 
world be released for the A12Q0? 

(2) When will Ambermoon be 
released? 

{3) Are there only English clubs 
teams in Goal! ? 

Lasse Lin no Henriksen, 
Aarhus, Denmark, 

(J) Not in the foreseeable future, 
However, EA S who now own Ori- 
gin, are currently working on an 
A12Q0 version of Wing Comman- 
der so maybe the chances are not 
that slim... 

(2} Why not turn to our 'Where are 
you Ambermoon?' feature on page 
54 and find out? 
(3} Seems so, Lasse. Sorry i 


Dear The One, 

I have a couple of questions to put 
to you: 

(1) Being new to the Amiga I 
missed out on the joys of Jimmy 
White's Snooker, but now I see 
Archer McLean s Pool has also been 
released. Which of these is more 
worthy of my hard-earned cash? 
{2} With my copy A600 I got a copy 
of Deluxe Paint III. However, as I do 
not have a numeric keypad how do 
I use perspective? 
(3) How can people compare Sen- 
sisoccer and Goat! It's like compar- 


ing Liverpool and Accrington Stan- 
ley (who are they?). 

Allan Hey wood, 
Ashurstp Lancashire. 

(J) They're both great games so its 
really up to you. Which game do 
you enjoy pfaying more - snooker 
or pool? I prefer pooh myselt but 
that's only because I has a mispent 
childhood- 

(2} f r, you can % I'm afraid. 
(3i I agree. 


Dear The One, 

I am writing to ask you about 
adventure games: 

(1) Is there going to be a Monkey 
island 3? 

(2) Why do Sierra convert their bril- 
liant PC games so era ppily on the 
Amiga? 

(3) What is the secret of Team 17's 
success? 

(4} Is there going to be a hard drive 
for the Al 200? 

Paul O'Brien. 
Co. Cork, Ireland. 

f 1} LucasArts haven r t announced it 
yet but I suspect they're thinking 
about it, If it happens, though, it f s 
unlikely to make it onto the Amiga 
- unless the CD32 takes off,.. 
(2) Gawd knows - it's probably due 
to the fact that they were convert- 
ed by Americans who tend to be a 
bit sloppy in their coding. Howev- 
er, King's Quest Vi is being con- 
verted over here in Blighty by Rev- 
olution Software, so that should 
be a lot better. 
(J) Good games. 

(4) Commodore don't have any 
plans to fit hard drives into the 
A720D t preferring to leave It to 


the price was right - i.e. fewer disks, 
lower price - and many may also 
swap across from the (then) more 
expensive competitor magazines. 

The argument that cover disks 
give a taste of games to come is a 
good one but I would say your 
review section does this just as well 
as any demo can do. Thanks for lis- 
tening. 

Campbell Purvis, 
Edinburgh. 

P.S. The dodgy colour coding and 
page references in the "'Games Fea- 


tured" list of my August issue had 
me completely baffled. 
P.P.S, Your dry and witty title and 
response to Paul iones from Wrex- 
ham's inanely-obvious observations 
last month were most hilarious. 

Sorry you're not too keen on the 
disks Campbell. We're constantly re- 
assessing our coverdisk policy and 
your comments have been noted. 
However, for every letter tike yours 
we get hundreds like, weff, iike 
these... 


LETTERS 


E QUESTIONS THAN ANSWERS... 


third-party hardware dealers tike Sil- 
ica and SDL to do it for them. 


Dear The One, 

Coy Id you please answer the follow- 
ing niggling questions. 
(1} Where has Alien 3 got to? None 
of the local shops stock it, 

(2) Are US Gold going to release a 
data disk for Street Fighter 2 so that 
you can play the end-game bosses? 

(3) Where can I get hold of Team 1 7's 
Full Contact? 

(4) How can I stop software compa- 
nies from keeping my ideas for 
themselves (and getting no recogni- 
tion) if I send some in? 

Andrew Tudor 
Cheshire. 

(7) Alien 3 has been finished and 
ready to ship for ages - indeed, we 
reviewed it way back in January, 
Unfortunately it got caught up in 
the deai between Virgin and 
Acclaim, where Virgin were negoti- 
ating the rights to publish all 
Acclaim's titles on floppy. Also held 
up were Krusty's Super Funhouse 
and Bart vs the World, Now that the 
deal's been finalised expect to see 
them all out soon. 
(2} Not as far as we know. 
Q) Try hunting around the software 
shops. Failing that phone Team 17 
on (0924) 291867 

(4) it's unlikely that any reputable 
software house would do such an 
underhanded thing. If you reafiy 
want to cover yourself put a copy of 
your ideas in an envelope, post it to 
yourself but don't open it - the enve- 
lope wifi get date-stamped so you'll 
have some proof that you had your 
ideas when you say you did if any 
problems arise. 


Dear The One, 

I have a few questions for you: 

(1) Are Rage going to make a sequel 
to Striker? I thought it was brilliant 
but needed more depth. 

(2) How much will it cost to upgrade 
from a 500 Plus to an A1200? 

(3) How much will it cost to upgrade 
a 500 Plus so it will run CD software? 
(4} Out of the two above which 
would be the best idea? 

{5) Is anybody going to make a con- 
version of WWF Wrestlefest coin-op? 

Jonathan Clarke, 
Swansea. 


(1) So a little bird tells m, yes. More 
news soon. 

(2) . Er t £299 - the price of a new 
A 1 200, Unfortunately it's not really 
possible to put new chips into an 
ASOO Pius and turn' it into an at 200 
- ltd probably work out more expen- 
sive than buying an A 1200 from the 
off 

(3) You can add an A570 CD-ROM 
drive to your ASOO Pius now which 
wiitailow it to run CDTV-compatibie 
software. However, if you want 
CD32-styfe specs you've got to buy 
either a CD32 or an A1200 and an 
A1200-dedicated CD drive (which, it 
should be pointed out isn't yet 
available). 

(4) Neither, really. You've either got 
to choose whether you want to buy 
an A 1200 (rind hope the CD drive 
conies out soon) or a CD32. 

(5) No. 


Dear The Qne r 

I have a couple of questions ask you: 
(1 ) Both Flashback and Desert Strike 
got 93% but in your opinion which 
is best as I can't afford both? 


(2) Will Electronic Arts be making 
Bulls vs Lakers and EA Hdekey for the 
Amiga? 

(3) How does Goal! compare to Sen- 
sible Soccer? (I thought you said you 
had a couple of questions? - Ed.) 

C. Goody , 
Tap low, Berks. 


(1} Do you like super-slick arcade 
adventures or do you prefer strate- 
gic shoot-'em-ups? Answer that and 
you'll have answered your own 
question. 

(2) There was talk of a conversion of 
EA Hockey some time ago but as far 
as we know that's been put on ke 
for the time being, more's the pity, 

(3) In the office we prefer Sensi just 
because it's a lot easier to pick up 
and play r but if you're willing to put 
in a bit of time and effort getting 
used to Goali's control system then 
that's a very satisfying alternative, 


Dear Geezers at The One, 

I have thought of some questions of 

which, to be brought to Hght. 

(1 ) Can you tell me what the Bitmap 
Brothers are working on? 

(2) Do you know what Team 17 are 
planning for the A1200? 

(3) Do you think that Team 17 are 
better than the brill Bitmaps? 

(4) Is there really going to be a Lem- 
mings 31 

(5) Do you agree that the excellent 
Superfrog kicks several tonnes of 
sloppy cack out of Zool? 

(6) Are Nippon Safes Inc. and Aban- 
doned Places 2 worth buying? 

D. J. Owens, 
Crawley, Sussex, 

(J) Yes - a game. 


(2) Body Blows, Alien Breed 2 and 
Body Blows 2, with no doubt loads 
more in the pipeline, 

(3) I refuse to answer that due to the 
fact that they re all mates and I'd 
hate to offend. 

(4) Yes, according to Psygnosis, but 
there are no firm details as to what 
it'll be like yet. (Perhaps now I've 
told you that t should stick a flash on 
the cover saying 'Lemmings 3 gos- 
sip inside' or something similar?) 
(5} Oh yes. 

ffrj /f you iike graphic adventures 
and RPGs then definitely. 


Dear The One r 

I have a few questions to ask you: 

(1) Will a keyboard be available for 
the Amiga CD32. If so, when and 
how much will it cost? 

(2) Will a floppy drive he available 
for it? 

O) Will you be able to plug a mouse 
into the CD32 to use art and word- 
processing packages? 

(4) Will you be able to plug a print- 
er into it to print out your work? 

(5) Will the new SIX button SNES- 
style joy pad be able to work (all six 
buttons separately) on the A120O? 

Tom Moss, 
- Seven oaks, Kent. 


( T/ Welt, there's an expansion port 
built into the CD32 designed to take 
peripherals just iike that so probably 
yes. However, I've no idea when it f lf 
happen or how much it'll be, 
(2) See the answer above r please. 
O) Yup. 

(4) Yup- 

(5) Provided that the software is 
designed to read the CD32's joypad 
then there's no reason why not. 


DE-ISK- 
LIGHTED! 

Dear The One, 

I write in support of coverdisks. In a 
world where the average game costs 
£25 any extra games found on your 
coverdisks are welcomed with open 
arms. I, and l J m sure others too, do 
not mind spending an extra quid or 
so for something to play. I could 
spend £3 on three PD games but l 
would much rather pay 75p extra for 


a good selection of PD games on your 
coverdisks. 

In response to L Jones' letter, his 
attitude towards coverdisks is the 
same as software pirates - cheap and 
cheerless. If he can't afford full price 
software, why does he try to throw 
away the chance of loads of PD 
games for a small extra cost? I don't 
know. 

So I say keep the coverdisks and 
keep those PD games coming in. 

E. Walsh. 
Ellesmere Port, 


P S. A third coverdisk at no extra cost 
- why complain? 


Dear The One, 

After reading last month's brilliant as 
ever issue and playing the superb 
coverdisks, particularly T rex Warrior, 
I feel I have to write in to defend 
coverdisks on magazines. 

Although the console mags might 
be a good two pounds cheaper, usu- 
ally (unless they happen to put a 
crappy video on the front showing an 


over-hyped hedgehog or plumber or 
something) their readers have to risk 
paying £40 to see what a game is 
like unless they test it first- And they 
have to put up with mags full of 
crappy pictures of Sonic and Mario 
and sad writers with even sadder 
haircuts who think they're trendy. 

So please keep the magazine the 
same because my other friends who 
have got Amigas and read The One 
agree with me on this. 

Fvl . R . f j^rij 

Middle wit h r Cheshire. 



FEATURE 






The CD32 is the most important development in the 
Amiga range yet. With its awesome power and massive 
data storage potential the gaming possibilities are endless 
and very exciting. This month, following on from last 
issue's overview of the machine's specification, we preview 
the games lined up for the machine and see what you, the 
public, think about it. First, however, we kick off with a 
report from the CD32's official launch party and see how 
the machine compares with its Sega rival, the Mega CD. 


It's July 16th 1993 and a momentous, possibly 
historic, event is taking place. I r m not, I has- 
ten to add, referring to the UK release Of 
Jurassic Park {although that's what all the nation- 
al papers seem to be concerned with, especially 
the fact that Princess Di jumped in her seat dur- 
ing the premiere and - thank goodness - she WILL 
allow Harry and Wills to see it) but the official 
unveiling o1 Commodore's Amiga CD32 to the 
world's press. 

Momentous? Historic? What makes this 
machine launch any more important than, say r 
that of the Super NES, or the A1 200 for the mat- 
ter? It's just a games console, right? Well, yes it 


i\ but thy machines potent inl is huge, especially 
if Commodore get the Full Motion Video add-on 
ready in time. 

If they do that and, with some aggressive mar- 
keting, manage to get the machine into the 
hearts, minds and wallets of all the Sega- and Nin- 
tendo- besotted consumers across the world then 
the CD32 could well become the world's first truly 
ma 55- market, all-round home entertainment sys- 
tem, a machine that'll let everyone, from Junior 
up to Granny, play sophisticated interactive enter- 
tainments (that's 'games' to you and meh listen 
to music CDs and watch laserdisc-quality movies. 
So you see this isn't simply the launch of a new 
games machine, it just could be the 
Start of something very r very big... 

. .Which probably goes some 
way to explaining the huge crowd 
of journos and industry types 
milling around the entrance to the 
Science Museum's Lecture HalL 
where Commodore have decided to 
hold the launch. And they're not 
just computer industry bods either 
- there are hacks present from sev- 
eral major music mags and even 
Universal Pictures has a representa- 
tive there somewhere. 

The intended 12pm kick-off 
comes and goes the crowd gets 
restless. As 12:30 comes around the 
thronging masses get even more 


ugly - by now they've had as many cups of coffee 
and mouthfuls of biscuit as they can stand and 
are keen for Commodore to Get On With It. Just 
before a major riot starts the Lecture Hall's doors 
swing open at last and the show, it seems, can 
begin*, + 

It soon becomes apparent that the launch is 
massively over-subscribed. The several hundred 
seats in the auditorium are rapidly filled and with- 
in minutes it's literally 'standing room only' - 
annoying, maybe, for those with tired legs but a 
definite vote of confidence for Commodore, 

□avid Plea sa nee, Commodore's joint MD P takes 
his place on the podium at the front of the audi- 
torium, his face projected large on a giant video 
wall behind him. Here is one all- too- visibly ner- 
vous man. You can't blame him, though - the 
room is full of people with one thought On their 
minds: "Come on, Commodore ■ Impress us.™ 

After a short introductory speech David hands 
over to their -elebrity guest MC for the launch, 
the Big Breakfast's Chris Evans, Chris, who seems 
to have more energy reserves than the national 
grid, bounds onto the stage. He conducts a brief 
QGrA session with the audience about the success 
of the Amiga computer range, 'rewarding' wrong 
answers with a squirt from a high-powered water 
gun. Hilarious for those in the hack rows, not so 
funny for those up front. Serves 'em right forget- 
ting the best seats. 

Eventually Chris hands over to Medhi AJi, the 
President of Commodore International, who's 


The inimitable Chris Evans hosts the CDJ2 
Ltunc.li at the Science Museum's lecture hall. Up 
tiime 4iim and sliil qoincj - wh.it .1 tmop^f? 
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Chris Evans if 
obviously 
impressed by 
the CD32 that 
David's holding, 
"tan I have my 
fee now?' he 
asks, 


travelled all the way from the Slates to attend 
the launch. Quite what he thinks of Chris and his 
very British sense of humour is unknown but 
one s things for sure - the audience are lapping it 
up Med hi spouts some more Commodore histo- 
ty then introduces Lew Eggebrecht, Com- 
modore's Vice President of Engineering and the 
man who was instrumental in the CD32's devel- 
opment. Lew takes us through the machine's 
specifications. 

Now r as much as I'm sure that Medhi and Lew 
are very nice people and all that r I think they'd 
agree that they're not the world's most gifted 
orators. This, combined with a few technical 
glitches on the video wall and the fact that we 
still haven't even seen the damn machine J in the 
flesh" yet, results in some shuffling in seats from 
the luminaries (at teast, from those that r ve actu- 
ally got seats}. In fact r at one point Chris nods 
off, which is no doubt down more to the fact that 
he's been up since 4am rather than he finds the 
speeches dull. 

Thankfully the even bubbly (when awake) Chris 
keeps the event moving along and things 
improve greatly when Lew shows off the capa- 
bilities of the CD32's Full-Motion Video add-on 
using the video of Seal s Crazy"; and very nice it 
looks and sounds too - even on the massive video 


DOES CD 3 2 PASS THE TASTE TEST? 

Or, in other words, we present a side-by-side comparison between the CD32 and its rivals, the 
Philips CD-i machine and the Sega -Mega CD. We've also included Commodore s CDTV r the CD32's 
forefather, for completeness. It makes very interesting reading. Honest, 


Mega CD 


£399 (inc. Megadrive) 

16-bit 

68000 

12MH2 

64K (Yes, really!} 

Single 
Yes 

512 

64 

Yes 

Yes 

No 

No 

No 
Yes 

£50 


So there you have it. As you can see the CD32 gives performance on par with the much more 
expensive Philips CD-i machine and far exceeds that of the relatively feeble Sega Mega CD. In addi- 
tion the CD32 has huge expansion possibilities. The only real advantage that the Mega CD has 
over the CD 32 is its dedicated sprite chip, which allows for some impressive sprite-scaling and 
rotating effects. However, the CD32 has an ace up its sleeve... see the panel below. 



CD32 

CDTV 

CD-i 

Price (RRP) 

£299 

i 

£299 

£499 

Architecture 

32 -bit 

IB-hit 

16-bit 

Main processor 

6802G 


6SQL10 

Processor speed 

14MHz 

7 14MHz 

16MHz 

On board RAM 

2lvib 

1 Mb 

1 Mb 

CD-drive speed 

Double 

Single 

Single 

CD audio support? 

Yes 

Ves 

Yes 

Colour Palette 

16.8mill 


IGSmi 

Max. colours on-screen 

256 

32 

256 

TV output? 

Yes 

Yes 

Yes 

Composite video output? 

Yes 

Yes 

Yes 

S-VHS output? 

Yes 

NTSC only 

Yes 

Keyboard exp. socket? 

Yes 

Yes 

Yes 

Floppy drive port? 

No 

Yes 

No 

Standard joystick ports? 

Yes 

No 

No 

Average software price? 

£30 

£30 

£50 



(From left to right) Here 
thoy are - the brains 
behind the new Amiga 
CD32: Medhi All, the 
President of 
Commodore 
International; David 
PleasancE. joint MD of 
Commodore UK; and 
Lew Eggeb-rechtj the 
Vice-President of 
Engineering at 
Commodore*. 


NEW AMIGA GRAPHICS CHIP! 

Something that Commodore have been very quiet about is the presence of a new graph- 
ics chip inside the CDS 2. It's got huge implications for 3D games but to understand how 
important it is you've first got to understand how the Amiga's graphics are display ed r 
so get your techy heads on. 

The Amiga's display is stored in what's known as bitplane*'. That means that in 256- 
colour mode the colour data for each puce! is stored -as eight seperate 'bits' of informa- 
tion spread out over eight different areas or 'planes' of RAM. While this has several 
advantages for games involving sprites and parallax scrolling it's not so good for 3D 
games, as drawing one 256-colow pixel lakes eight individual writes to memory,, one 
write per bitplane. 

On the PC each 2S6»colour pixel is represented by a byte of memory, so a pixel's 
colour can be changed by a single write to memory, Although this is far less flexible than 
the Amiga's display it has the advantage of being quick, which is why you see so many 
texture-ffiappedr Couraud-s haded 3D masterpieces on PC. 

What this new chip inside the CD12 does is take byte values and convert them into 
their bitplane equivalents very r very quickly. Basically that means that you could cre- 
ate a mock PC- style screen in memory, use it to do all your 3D work and then use this 
new chip to convert the 'fake' screen into a Veal' Amiga screen. 

Who knows? One day we see Strike Commander on the Amiga after all.. 


wall the definition of the images is razor sharp, 
There are definite murmurs of approval from 
the crowd 

Suddenly the house lights_dim Dry ice rises 
from the stage floor. This, we suddenly realise, 
is it. As "Fanfare For The Common Man' (or 
something very similar to it, anyway) booms 
away in the background, shutters beside the 
video wall slowly draw back to reveal... the 
machine? As the mgsk builds to a crescendo, 
the price of the CD32 is revealed ■ £299, includ- 
ing VAT. There are yet more murmur* of 
approval. 

Following this 'stunning' unveiling, we're 
treated to a short preview of some of the 
games, forthcoming for the machine. Mm mm, 
Psygnosis's Microcosm looks good... Flair's 
Oscar, or Trolls 2 r is shaping up nicely - very 
Super NES.,. Er, Robocod (didn't that come out 
a couple of years ago?)... Millennium's Diggers, 
which will hopefully play a lot better than it 
looks--. And, urn, that's it. David Pleasance also 
reels off a long list of other games in develop- 
ment, which Is thankfully rather more impr^ v 
siue than what they showed. 

Finally the launch is at an end. We all filter 
out of the hall and head upstairs to a private 
room where we can actually get our hands on 
some demonstration machines, sup some 
drinks and tuck into some nibbles. The gener- 
al opinion seems to be that, some technical hic- 
cups aside, the launch has been a success. The 
journos are impressed, However, that doesn't 
mean a lot - buy a hack a drink and they'll like 
anything, No, the real acid test will come 
September when the CD32 goes on sake to 
the general public... 
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You can produce the best games machine in the world r 
but if there's no software available for it the chances of 
it being a success are minimal to say the least. Luckily it 
seems that won't be situation with the CD12. Simon 
Byron spent, ooh F half an hour tops phoning around the 
various software companies to see what they've got 
planned... 


21st CENTURY 

You'll find Pinball Fan- 
tasies reviewed this issue 
but that's not the only 
prnball game the CD32 
wilf be treated to You 
see, trie sequel to the 
sequel of Pin ball Dreams 
will definitely appear on 
the wonder-machine as 
soon as is humanly possi- 
ble [the beginning of 
next year, probably). Pin- 
ball Illusions, as it will be 
called, will feature - yes! - 
multibaJIs along with the 
same fluid gameplay 
we've come to expect 
from 21st Century. 



BULLFROG 

The CD32 version of Syndicate, Bullfrog s ultra- 
violent futuristic blaster, will be exactly what the 
A1200 version {which won t be happening) 
should have been. The A1200 version was shelved 
when the programmers realised that all the extra 
colours and sound effects they'd hoped to be 
implementing for the 32-bit floppy-based 
machine would slow the game down beyond 
belief. 

But the brilliant thing about the CU32 is it has 
a special by tes-to-bitp Janes converter (for full 
details see page 25i which apparently will help 
speed things up no end. Now Bullfrog can up the 
colours, add more sampled sound effects with- 
out detracting from the game one bit. You II be 
able to check for yourselves when the game is 
released at the end of the year. 

Also planned is a new title called Biosphere, 
where you have to guide a team of pianet 
builders as they try to make various inhospitable 
planets fit for human habitation . More news on 
that soon. It s afso likeiy that the game provi- 
sionally titled Populous Village which was pre- 
viewed back in May s issue will now only appear 
on the CD32, again due to the power of the 
bytes-to-bitplanes converter. 


CORE DESIGN 

The Derby based wonder boys have no plans to 
release CD32 software in the foreseeable future. 
They will, however play close attention to the 
machined sales and if there's a boom (which, if 
there s any justice, there wilE be} you can bet that 
you'll see a fair few Core games on CD. 

ELECTRONIC ARTS 

(Nothing definite just yet but EA assure us that 
they're keepfng an eye on the success of the 
CD32. When we suggested that perhaps they 
coufd write a good version of Wing Commander, 
which is already being converted to the Al 200 
[see News), they said "we might- rx 


M 




OSCAR (Flair Software) 


FLAIR SOFTWARE 

At the time of writing it looks likes Whale's Voy- 
age and 1 B69 (both reviewed last issue) will be 
wriggling their way onto CD, as will the rather 
smart-looking Oscar, a very Super NE5 ish plat- 
form game. For more info, see the Work In 
Progress on page 49 of this very ish. 

GREMLIN 

The Sheffield software company has numerous 
games in development but r as usual, the obvi- 
ously well-informed spokesperson who answered 
the phone was impressively tight-lipped. What's 
certain, though, is that the Lotus trilogy will 
appear on one disc, possibly with a fresh lick of 
computer paint as well as a CD-based soundtrack 

We can report, however, that Zool 2 will be 
one of their first CD32 games and from what 
we've seen so far it looks like a right corker. The 
graphics are crisper, the levels larger and Zool has 
been completely redesigned, giving the graphic 
artists far more scope for humorous animations 

Talking of which, the ray-traced intro and in- 
between animations are mind blowing ly impres- 
sive Each has taken ages to render (all being 
drawn using a complex art-package which we 
couldn't quite understand) but, believe us, they 
are completely brilliant and certainly show the 
machine off to its full. Find out for yourselves 
when the game is released at the end of the year 
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THE LOTUS TRILOGY {Gremlin} 


ICE 

ICE will be supporting the CD3Z but details are 
scarce at the moment. It appears that many of 
their current titles will make it onto the CD-based 
machine but there aren't any of those concrete 
facts we know you love to report for the time 
being. What we're sure of r though, is that Total 
Carnage will undoubtedly make it onto Com- 
modore's newest addition and if Akira doesn't 
rear its not-unattractive head sometime around 
Christmas then we promise to eat out trousers. 
Well Matt will 


KRISALIS 

Almost certainly the best platf ormer of the year, 
Soccer Kid, will be Krisaliss first CD32 release. 
When we were informed of this we were taken 
back a little - after all, how can they possibly 
make the game any better? 

Well in terms of game play you'll find nothing 
new. The game will feel and play virtually iden- 
tically to the standard A500/600 versions.. It s not 
known at this time whether or not there'll be a 
complete graphical overhaul (with 256 colours - 
you know the kind of thing) but we can confirm 



SOCCER KID (Krisalis) 


that there will be a CD soundtrack to drive you 
ever onwards, along with the sixth zone the 
A1 200 version will include. 

However, one thing the A1200 owners will 
miss out on (along with the rest of us, of course) 
is the five minutes of broadcast-quality anima- 
tions which will kick the game off (ahem). Some 
Japanese company has been beavering away on 
this mouth-wateringly tasty aspect of the game 
and we're assured that it will be unlike anything 
computer owners have seen bef ore- 
Forget crappy computer generated intros - this 
is the 90s, man! Tim James, Krisalis's Marketing 
Director (who's been desperately trying to get a 
quote in The One), informed us that booting up 
the CD32 version of Soccer Kid will be like watch- 
ing an episode of Danger Mouse - the quality will 
be that good! Of course, it will be the lovable Soc- 
cer Kid you'll see and not the rugged rodent and 
his assistant but that's just as brilliant, we reck- 
on. 

And that's not all. No, missus, not by a long 
shot. Remember Sabre Team? Good, wasn't it? If 
you were with us back in October when we 
reviewed it you'll know that our only criticism of 
the game was the overly-long delay between 
goes. It wasn't so bad that Sabre Team became a 
chore to play but it was irritating none-the-less. 

Not any more. The CD32 version (which will be 
slightly preceded by a specially-enhanced A1200 
version) literally whizzes by - there's just a two or 
three seconds waiting time at tops, and that's 
even before the game has been optimised. Wot 
only that but the graphics are being beefed up, 
animations inserted wherever possible and bil- 
lions of extra levels have been created. 

And, and, and if that wasn't enough, Krisalis 
have employed one of the blokes who does the 
film trailer voice-overs to recite the mission objec- 
tive so everything will be crystal clear before you 
embark on some top SAS killing. Sometime 
around Christmas is the ETA. 

MICRO PROSE 

Another software house that isn't giving anything 
away (least of all to your investigative reporter) 
is MicroProse, Yes r they will be supporting the 
CD32 but unfortunately things are so top secret 
that no information is currently available. We've 
discovered that there definitely are some titles 
being developed for the CD machine as we speak 
(Legacy and StarLord, perhaps?) but the chance 
of getting anyone to own up is virtually nonex- 
istent. Politics, eh? Who needs it? 


MILLENNIUM 

The Cambridgeshire-based coders are obviously 
keen to support the CD3 2. Already prepared for 
launch is Diggers, which is reviewed later in this 
issue, and James Pond 3 [humorously entitled, 
as I'm sure you're aware, as Operation 
Star Fi5h) will burst onto the scene in a cou- 
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pie of month's time with stunning graphics, a bril- 
liant James Bond theme (which, we're told is very 
'jazzy r and not at all like the original James Pond 
music). 

If there isn't a huge intro animation then we'll 
be more than surprised considering the amount 
of time Millennium has spent on artwork and stuff 
(have you seen the la la la la la Look-in cartoon 



DIGGERS (Millennium) 


series?). In fact Dave's heard that Millennium have 
commissioned a fully ninety minute motion pic^ 
ture to be stored on an additional disc, but thatS 
because I just made it up and told him. 

Oh yes r I almost forgot, A beefed-up James 
Pond 2 is also scheduled, although details are 
scarce at the moment. More news if and when. 

MINDSCAPE 

Liberation [nee Captive 2} is the only confirmed 
CD32 title, although Mindscape stress that they 
are keeping a beady eye on the machine. So if you 
rush out and buy loads of CD32s then Mindscape 
will publish loads of games for it, Presumably. 



LIBERATION (Mindscape) 


OCEAN 

Ocean have got literally four titles they're pre- 
pared to tell us about but we're promised there'll 
be some more information pretty damn soon. 

The first is Sleepwalker, the overt y-mi Iked 
Comic Relief tie-in from, earlier on in the year. 
Unfortunate I y r though, the CD32 version will be 
exactly the same as the A1200 version. No extra 
comedians chipping in, no extra levels, no.... noth- 
ing. really. StilL the game scored fairh/ impres- 
sively when we reviewed it a few months back so 
it will s.t ill be worth A look. 

Ryder Cup will follow shortly after. Written by 
the Really Interesting Software Company (the 
team behind the oh-so-average International 
Open Golf Challenge) the game is based around 
the Ryder Cup {never! ) r with the chance to play 
any of the last three Ryder Cup courses. 
What's interesting about this golf game, 
though, is that you have to control a whole 


team as they battle it out for the world s most 
prestigious golfing trophy. After th# not-fast 
movement of International Golf, the RISC have 
decided not to worry about amazing shading and 
all that kind of visual trickery but concentrate 
solely on speed and payability; which means that 
although the game won't be graphically overly- 
impressive it will at least be much more fun to 
play. According to Simon Alty at Ocean it^s "great 
fun. ,J Let's hope so. 

DID are working away on specially enhanced 
versions of their already brilliant-looking 30 
games, TFX and Inferno. Both will feature extra 
antlflSp CD -based soundtracks and loads of extra 
missions and look sure to set new standards for 
future ilight-sirns when released in October and 
February respectively. 

As well as those four, though, rumour has it 
that next summer will %ee a whole string of CD32 
releases but that's as much as we're allowed to 
say at the moment. AH right, we'll come clean 
damn you, it's as much as we know. Are you 
happy now? 


PSYGNOSIS 

Remember how thousands of Amigas were sold 
on the strength of Shadow of the Beast alone? 
Well, Microcosm looks sure to do virtually the 
same thing for the CD32 - Dave says it's the most 
impressive thing on the CD32 so far and tie 
knows everything about games. In fact, he 
should be writing half of this feature with me 
but, as usual, Mr Delegation has passed the 
whole of the buck to someone else. Anyway... 

Microcosm will undoubtedly show the 
machine at its best. Graphically, you'll find none 
better with animated backgrounds which put the 
Mega CD to shame, The gameplay is rumoured 
to be top-notch but because no-one here has 
actually had the pleasure of playing Microcosm 
yet we can't neither confirm nor deny that. Sorry. 

Bram Stoker's Dracula, however, is nut so cer- 
tain. One minute "Yes it is coming out on the 
CD32" then "Hmm P not sure r let s talk about Lem- 
mings or Sony/' Your guess is as good as mine. 

But don't let that get you down, as CDTV Lem- 
mings works on the CD32! Hooray! 



TFX (Ocean) 


SCORE OS :3CC LOC 39c 



MICROCOSM (Psygnosis) 


SHIELD 


r 
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THALION 

I've got one word to say to you; Lion heart. Yup, 
an extra-special version of the already extra-spe- 
cial platform- ish game is due for release towards 
the tail-end of the year. According to Tony King, 
joint Managing Director of Thalion UK, it will be 
really good. Well, those weren't his actually words 
but when we looked up the phrase he used (we 
don't understand rude things) we found out that 
it will be the 'quadruped of various breeds allied 
to wolf and fox's pouch enclosing the test...'. 

No Second Prize will be their second (ha-ha) 
CD32 release. Expect nothing less than super- 
smooth courses and additional detail and sound 
when the game is released early next year. 


THE CHAOS ENGINE (Renegade) 


RENEGADE 

A CD32 version of the Chaos Engine is being 
worked on as we speak with 256 colours and CD 
music accompanying, the intro, What you won't 
get, though, is a specially written CD- based audio 
track playing throughout the game as there's no 
way of making the sonics interactive like the flop- 
py version. Who cares - Richard Joseph's original 
soundtrack is the best we've ever heard on an 
Amiga. 

And, yes, Sens) Soccer will probably make it's 
way to the CD32, although nothing is confirmed 
as of yet. 

SACHS ENTERTAINMENT 

Little is known about this lot apart f rom the fact 
they're in the throes of developing Defender of 
the Crown 2 for the CD32, the sequefe to the clas- 
sic Cine ma ware game that like Shadow of the 
Beast, helped flog Amigas in their millions, If the 
Sachs Entertainment boys can do the same for the 
CD32 with Crown 2 then I'm sure Commodore 
would be delighted. 



BODY BLOWS (Team 17) 


In fact little is known even about the Standard 
version which still hasn't progressed far beyond 
the initial design stage but you can bet that well 
give you the full lowdown when there's a little 
more to see, 

Martyn Brown also stressed that al though 
Team 17 have only announced two games there 
are loads of ideas flying around which will no 
doubt end up on CD32. One of these is the origi- 
nal Body Blows, but that's still to be confirmed. 



US COLD 

We rang US Gold to find out what they're doing 
on the CD32 but the person we normally deal 
with was on holiday. We do know that there's a 
special version of Flashback planned with extra 
anirns and all the usual enhancements you'd 
expect from a CD-based game. Jn fact, don't be 
surprised ii it turns out much like the recent PC 
version, only better because it s on an Amiga, 
Obviously, Should be good, anyway. 

VIRGIN 


in G ames are currently "evaluating the situa- 
tion," so make: of that what you will Dune 2 
would be brill, though as would Mortal Kombat. 
But the one we'd really like i* 1 he 7th Guest which 
Virgin recently put Out on PC CD ROM . Please! 




TEAM 17 

Yes indeedy doody! The much-awaited Alien 
Breed 2 will be Team 17's first C032 release and 
although it won't be released until early next year 
it's bound to be well worth the wait But, as 
you've probably guessed, there aren't many 
details to report. Hurrumph, 

By a strange twist of fate r Body Blows 2 is in 
the same situation - not much information apart 
from its release date which will be early next year. 



I 
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Right r you've read about the 
launch and you've seen all 
the games you can expect 
but what do YOU think about 
the CD32? Obviously we 
can't ask the lot of you 
{although by God we'd like 
to), so Simon Byron took a 
long trek down to London's 
Virgin Games Centre with a 

few snaps of the machine to have a chat with a dozen 
unsuspecting punters about Commodore's latest and great- 
est machine. Here's what he discovered... 



JOHN DAVIS 

John Davii. 60; 
commercial artist ; 
CDTV owner. 



What do you think of th* 
tinning of the CD32*i 
launch? 

"Quite good, really. It's coming up to winter, 
when people will want to be spending more 
time inside. You do get a bit annoyed about 
new machines coming out all the lime, espe- 
cially when it effectively puts your ma chine 
prematurely out of date." 

Are you going to he buying A CD31? 

"I shall look at it, certainly, I don't really 
know that much about it at the moment, but 
I'll definitely keep my eye on it," 

What would persuade you to upgrade? 

"The use of better graphics coupled with 
more games at a reasonable price. It all 
depends what the software support is like, 
doesn't it?" 


MARVIN EJOVU 

Marvin Ejovu r 12: 
&t ill at school; 
Amiga 50O ewn#r. 



What are your first impres- 
sions of the CD32? 

"Yeah, it looks good r although a 
lot like the Mega CD." 

What do you think of the joy pad controller! 

I like it. I think it will make the games easier to 
control and it shouldn't break like joysticks tend 
to. 

Do you think the CD 12 will he a success? 

"Yes, Amiga owners are likely to rush out and 
upgrade. It s a bit expensive, especially for kids, 
but HI certainly be telling my parents about this 
All the games will have better graphics and 
sound, which should also make people want to 
buy it." 

If you could have any game at all from any 
format converted onto the CD32, what would 
it bat 

"Street fighter 2, definitely - mainly because 
you p d be able to use the joy pad, making it more 

like the arcade and 5NE5 versions." 


ISAIAH MOSES 

Isaiah Maies, 31; 
student? Amiga 500 
owner. 



What are your first impres- 
sions of the CD33? 

"It looks quite good, but will it 
have the software support of the Sega or Nin- 
tendo? The CDTV didn't do too well, did it?" 

Do you think the joypad control iyit#m ii 
wise? 

r Td rather use a joystick personally. I've played 
the Sega quite a bit and I find it quite hard to 
control," 

Does it annoy you that Commodore keep 
releasing new machines? 

'Ves. The Amiga 500 plus didn't last that long, 
then came the A600, the A1 200 and now this, I 
hear there are yet more in the pipeline and I'm 
sure some people are not sure which one to buy." 

So do you think you'll upgrade? 

n Yes r definitely. The Amiga 500 is virtually dead 
you can't get that many games for it now. You 
need a faster machine to play the games that 
most people expect nowadays/' 

Do you think f 299 is a fair price? 

"No, it's far too expensive for this kind of 
machine I think it should be priced at £1 99." 

Will it do well? 

"It does look like a games machine so it should 
do well - if the software is there, that is. I think 
that most garner don't utilise the Amiga's hard- 
ware to its full, something I hope they 11 change 
for the CD32 I hope to see far superior graphics 
with brilliant garneplay, but whether or not that 
will be the case is another matter " 

If you could have any game from any format 
converted onto the CD13 r what would it be? 

"Wing Commander 2, because it's a really good 
game and the Amiga version of the first Wing 
Commander was far too slow. The CD would 
hopefully make it a much better game for Amiga 
owners." 


******** 


PAUL DOODY 

Paul Doody, 21; 
student; Amiga 500 

[1.2] owner. 



What are your first impres- 
sions of the CDB2? 

"It looks a lot like a Sega Mega 
CD. Obviously everyone has to get into the CD 
market at the moment to stop Sega going and 
monopolising it r but I think will take some time 
to take off. 

Does the fact that Commodore keep releas- 
ing new machines annoy you? 

"It'll probably annoy my mate because he's just 
gone out and bought a Phillips CD machine and 
he can't get any games for it! At least this will 
be a Commodore machine, so hopefully the soft- 
ware companies already developing for the 
Amiga will do so for the CD32-" 
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FEISAL ANOOAR 

Faisal Annoar r 20; head 
of hnf orrna- 
tion technolo-r A 
gy in th« 
retail 
division; 
Amiga 500 
owner but 
" looking to 
get a A1200." 


What are y our first impressions of the CD 3 IT 

"\X looks a touch square, resembling a MegaDrive." 

What about the joypad? 

"I think having all those buttons on the pad is a good idea. They 
open up the possibilities take Street Fighter 2 r for example. You 
could do so much more in the SMES version because of the six- 
button joy pad The only problem it that Amiga owners are used 
to joysticks, hut once you've played with a joypad for a while 
it becomes a doddle." 


How much do you think it costs? 

"WeJI, it's 32-bit effectively an A1200 with a CD drive lumped 
in it and nothing else, rf it s trying to compete in the console 
market then I think that £200 would have to be the absolute maximum. Any more and you 
might as well look at an actual Amiga system like the A120Q." 

Well, it's actually £299. What do you think of that? 

,J lf I was going to spend £299 on a console then I'd get a Sega or Nintendo, but only because 
I've actually seen them running, whereas I haven't seen the CD32 in action If I definitely 
wanted to spend £229 on an Amiga then I'd buy an A 1200 and look at adding a CD drive at 
a later date." 

Do you think it's being released at the right time? J Yes, I think it's quite good because 
we re running up to Christmas - it's certainly not as far away as people think If you go too 
late then youll spread yourself out too thin - people will think Ah, I II get a MegaDrive because 
that s got a good software base/ I think that by releasing now Commodore will hopefully 
be able to build up a solid software base and people wiil be abfe to see that when they make 
their purchasing decisions." 

What will you expect from CD games? 

"Well, I 've used t he Mega CD and have found out that t he games don't live up to the machine's 
capabilities - there's too much arty-farty intros and sound effects which is all very pretty and 
looks really nice but w here's the value for money, Where's the quality play that you should be 
entitled to? As for the CQ32 r rd like to wait and see what the games are like. I'm sure that the 
machine will be something special/' 

What item you own would you be* against Commodore launching a now machine 
within the next year? 

At the very most, my socks. These guys are pros - they know what they're doing " 


What do you think of the joypad control sys- 
tem? 

"I dunno, really. A lot of people have probably 
seen the Sega and so will be used to playing 
games that way. rd be happy with a joypad 
because l r m getting a bit annoyed with joysticks 
- they're out of date now." 

Do you think the CD32 will be a success? 

"Probably, but it will take time. I think there li be 
quite a few people buying it when it's released, 
but the majority of sales will come around Christ- 
mas time when kids start to think about what 
presents they'd like," 

Are you going to upgrade? 

J l probably will, but I expect I II keep my Amiga 
as well. I'm interested in CD gaming but I don't 
think there's enough there to keep rne perma- 
nently occupied. If a few Sierra or Luc us Arts 
games are converted onto rt then I'm more like- 
Jy to be tempted. Hopefully this machine will 
tempt LucusArts back to the Amiga - after all, 
there's much more you can do with a CD/' 

What will you look for in a CD game? 

"Better graphics and payability. Movie tie-ins 
should be better because you'd be able two have 
loads of digitised footage, I'm really into graph- 
ic adventures so there'd be no more disk swap- 
ping and they would would load faster," 

Can you describe the Amiga'* next two years? 

''Hopefully there'll be a lot more games coming 


out, with better graphics, sound and payability. 
And hopefully everything will be better than on 
the new Atari machine." 


ANDV PRIEST 

Andy Priest, 21; 
postman; Amiga 6O0 
owner. 



What are your first impres- 
sions of the CO 12 ? 

"It's aimed more at games players, obviously, as 
it looks like the Meg a Drive. I think people will get 
confused between this and the Mega CD." 

Does the fact that Commodore keep releas- 
ing new machines annoy you? 

"Well, they know they ve cornered that end of 
the market so they're aware that this CD machine 
is going to sell. You can't blame them, really - 
they obviously want to make money." 

So will the CD32 he a success? 

"It's aimed at the same market as Sega and Nin- 
tendo so hopefully the people who are interest- 
ed in those two systems will take a look at Com- 
modore's machine," 

Do you think that f 2tt is a fair price? 

"I think that's a bit steep - it could put a lot of 
people off 


Are you going to upgrade? 

r l might do r it depends. I ll have to take a 
look at how much software is available for it 
before I decide " 


* « ■ * ■ 


ALI 

TAVASSOLI, 

17; student (doing 
chemistry]; 
Amiga 500 owner. 



What are your first impres- 
sions Of the CD! 2? 

It's bloody ugJy, It's a good machine hut it 
doesn't look as good as the Mega CD. I'd make it 
more aerodynamic. At the moment it looks like a 
Robin Reliant ■ it should look like a M"R2/ F 

What do you think of the joypad? 

"It's okay, I suppose, although I'd prefer it if they 
included a joy stick with more buttons." 

does it annoy you that Commodore are 
chucking machines out left right and centre? 

"rt was a bit silly to bring out the AG 00 because 
lots of people bought them and must be feeling 
very bitter and twisted by now. I haven "t got d 
problem with them launching the CD J 2, but i do 
think the A600 was a waste of time. Commodore 
would have been better off releasing a CD drive 
for the A1200 at the same time, though '' 

Do you think Commodore will mess up the 
marketing? 

"Yes, they're bound to - they always do." 

What will you expect from CD games? 

"Fast graphics, pretty pictures, nice sound - stuff 
like Monkey Island 2 with real voices. All that 
should be possible because of the double-speed 
CD drive " 

wril the CD31 take off In America? 

"No, Americans are [something very rude]. J 
mean, come on r anyone who watches things like 
Bay watch has got to be sad. They like PCs and 
they like Nintendo*, but Ami gas have never real- 
ly taken off." 

Can you describe the next two years of the 
Amiga in twenty seconds? 

"Yes, there'll be another CD drive with a triple- A 
chip, 24-bit colour. The hard drive will become 
standard, and that's about it/' 


* • 


* • # • * 


STEPHEN 


WREN 


Stephen Wren, 

1TS 

still at school; 

Amiga 

1200 owner. 



What aie your First impres- 
sions Of the CD327 

"It looks like a Mega Drive * 1 don't think it looks 
very nice. I don't like the control pad at all - it 
doesn't look like the sort of thing I'd like to use. 
I much prefer a joystick - it's a lot easier to use." 


Is £239 a fair price for the Cilia? 

"It will be all right for some people if they 
can afford it. J ' 
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Are you going to upgrade? 

"Mo r I don't think so, I couldn't afford it." 

What will you expect from a CD game? 

IJ Better sound, better graphics. I don't know 
much about the payability because I haven't 
played a CD game before." 

Is trier* any chance that because the CD 3 2 
looks like a console it will appear to people 
who already own consoles? 

"Yes, I think it will do. Consoles tend to appeal 
to people because they think that as it s dedi- 
cated to games all the games will be better than 
those on a computer/' 

What mgm do you think Commodore should 
aim their advertising at? 

"Under seventeen, I'd assume, because older peo- 
ple are into word processing and serious appli- 
cations like that whereas younger people are just 
interested in playing games." 

If you could have any game from any format 
converted onto the CD32, what would it be? 

"Super Star Wars, basically because I love Star 
Wars. My brother's got it and r although it's a bit 
easy, it's still an excellent game." 



MIKE SMITH 

Mike Smith, 33; 
banker; Amiga 5O0 
plus owner. 



What are your first impres- 
sions of the CD327 

"It's similar to the Sega one, which is a bad 
thing," 

Do you think £299 is a fair price? 

"From what I've seen so far it's superior to the 
Sega machine, so the extra £100 is probably 
worth it. Knowing Commodore, though, it'll no 
doubt come down in price as soon as it's 
released," 

Do you think the CD 3 2 will he a success? 

"I couldn't really say. I've never seen one work- 
ing so l J m not sure what they're like to use or 
what the differences dre between a CD machine 
and a computer." 

Are you going to upgrade to a CD 3 2? 

H No F I don't think so. Anyway, 1 can't afford to at 
the moment." 

What would tempt you to upgrade? 

"I couldn't really say because I don't think I want 
to- I like the Amiga 500 Plus, it s exactly what I 
want at the moment" 


* * 


TERRY CHUNG 

Terry Chung, 24: 
student ; Amiga 500 
owner. 


r 


What are your first impres- 
sions, of the CP12? 

^ "Hminm, compared with the MegaDrive I 
think it looks quite 'complexV 



JASON 

JPjPH What are your firit impressions of the CD32? 

BOX ALL „| t looks the Sega MegaDrive, It's got that 

Jason Boxall, 20; certain 'style' which most games machines 

student; Amiga 500 have." 
owner. M 

What about the joypad control system? 

"I don't like joy pads - they just don't feel right 
when you're playing games. People have been 
using joysticks for years and I don't think Amiga owners witl like the change 

Are you going to upgrade to a CD 3 2? 

"!Mope r for the simple reason that I can't afford it. I might trade in my A500 for an A12Q0, but 
I haven't decided for certain, 

Will people be annoyed with Commodore for releasing yet another machine? 

"Yes, The A1200 came out for the same price I paid for my machine but with twice the spec- 
ifications. Some people will obviously want the CD32 but others may think that another 
machine will be launched soon and hang on for that." 

Do you think the CD12 will be a success? 

"I don t think so. Most people have got Segas and Nintendos and the people who don't want 
a games-only machine will prefer a proper computer with a keyboard," 

What will you expect from CD games? 

"Very good graphics with fast accessing. And cheap - although they probably won t be." 

What would you say to Commodore if they rang you up for advice for the future? 

"They should concentrate on producing 'proper' computers and not games-only midlines like 
this. If they do release any more consoles then they'll annoy the people who have support- 
ed them from the early days." 


What do you think of the joypad? 

JJ | prefer using a joystick ■ it just feels' a lot bet- 
ter/' 

Would you be willing to pay £299 for the 
CD327 

I d look at the software first: how much it's 
going to co^t, whether or not there's a lot 
around, that kind of thing, If there's good soft- 
ware support then I d consider buying it," 


CD32 be a success? 

' With the Mega CD around, it's going to be dif- 
ficult - especially when you consider that people 
can still pick up decent cartridge-based consoles 
for around £1 5D cheaper. It will all depend on the 
software support." 

Do you think that software support will stop 
for machines Ilka the ASOO? 

"Yes, I think the A500 will go the way of the Spec- 
trum, as programmers try to do more complex 
things. If this does happens I'll sell my machine 
and Took into buying an A12Q0." 


have been better off having a joystick with more 
buttons on the side." 

Do you think you II be upgrading to the 
CD327 

"I've always liked the Ami gas and if I wanted a 
CD then I d definitely buy this one, The price is 
fair; you want the quality at an affordable price, 
which is what they've clone/' 
Do you think the CD 3 2 will be a success? 
"They'll have to make sure that the games are 
worthy of CDs, The only thing I didn't like about 
the A1200 was that the games which were 
released for it didn't really fully use its capabili- 
ties. The only ones I saw were Sleepwalker, Zool 
and Nigel Mansell, which weren't that much dif- 
ferent to the standard versions." 

What age do you think Commodore should 
aim their advertising machine at? 

"It's not really a kid's toy - the people who are 
likely to be buying the CD32 are going to be peo- 
ple in full-time employment. But saying that, kids 
these days seem to get whatever they want/' 


* * 


PAUL 

LONGHURST 

Paul Longhurst, 23; 
fitter/ welder; Amiga 
A12O0 owner 



What are your first impres- 
sions of the CD12T 

"It looks quite good. I've always been an Amiga 
fan, I think they're excellent, so I expect that the 
machine is bound to be brilliant." 

What do you think about the joypad? 

"My friends have got Nintendos and I can't han- 
dle them! Trn much better with joysticks - they'd 





Getting spats was no big deal. But given 
the choice, I can live without them. 


It's been a while since I've had one. 
Nowadays I use Oxy* Clean Facial Wash. 



Twice a day, morning and night - no 
more soap and water for me. 
First, I wet my hands and clean them 
thoroughly with Oxy Clean Facial Wash. 
Then I lather up some more and rub it 
all over my face before rinsing It off. 


That's it. That's all you need to know 
about how to get clean, healthy skin. 
And how to keep it that way. 
Of course, even when I'm really carelul 
a persistent spot can slip through the 
net. And if one does, J just use some 
Oxy 10. But I hardly ever have to. 
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ATTENTION ALL SUPER HEROES... 


PLAY THE... -± 

AMERICAN 

ADVENTURE 

WIN 

0839 406060 INSTANT 


SUPER 
NINTENDO 
SUPER 
.MARIO KART 

0839 406065 & more 



NINTENDO 
GAME 
BOY 



plus 
loads of 


* 

accessories 
0839 406067 



CD 

L 0839 406062 



C WIN A SEASON TICKET 
TO THE FOOTBALL CLUB 
OF YOUR CHOICE! 

0839 406054 


JOYSTICK 

WIN THE JOYSTICK OF 
YOUR CHOICE UPTO £70 

0839 406055 



£500 

0839 406050 


WRESTLING 
VIDEOS 

win £60 
worth of 
wrestling 
action 


£150 
WORTH 


WIN 

_ A SEGA MEGA 
OR DRIVE + CD 

mm prize 

0839 406056 



Choose what you 
want at Olympic 
Outdoor World 


WIN THIS A MAZING 
32 BIT WONDER 

0839 406064 


4639406058/1 0839 406069 



RALEIGH ACTIVATOR 

OR ANY OTHER MOUNTAIN BIIKE 
UPTO THE VALUE OFE200! 


WIN A SUPER NINTENDO + STARWING 
THE LATEST SNES ACTION CAN BE YOURS 

0839 406051 




SUPER NINTENDO +■ STftEETFKilfTXR 111 

ALL THE ARCADE ACTION IN 
YOUR OWN HOME! 

0839 406061 



0839 4060S3 


W IN £ 1 50 WORTH OF G A M E S ! 
RUN RIOT IN A GAME STORE! 


MEGA 
DRIVE m 

0839 406052 



cosi 36p (cheap) 48p per min (other limes). Multiple choice quesUalW 
ibis calL Ends 30.9.93 except where in&lanl win indicated r Nintendo. Sega, I 
respective companies. We are not related lo o\ endorsed by Ihem. For rules pr 


WORK IN 


M BREE SEXY it said above the door. Stanley 
lH scanned the street for familiar faces r his 
I own face covered by the cloak he wore. 
Satisfied that no-one had recognised him F he 
quickly opened the door and entered the dark, 
stale- smelling passageway. A single neon sign lit 
his way as he walked towards the single door 
that was to be his gateway to salvation. 

(Heart pounding through his veins, he knocked 
on the door and waited for what seemed like an 
eternity. Finally the door opened, he gasped at 
the the strange form that greeted him - this 
wasn't what he r d expected. David Upchurch, 
wearing only a Jurassic Park cap, turned and said 
"Hello mate, wanna see this months Work In 
Progress?" And, of course, he did. 



Arnie obviously hasn't learnt his lesson from last month s feature as he once again begs 
to be digitised, sampled and generally mucked about as his latest movie is turned into yet 
another game licence. David Upchurch muscles up to Psy gnosis 1 latest project. 



rirro 


"Heyl N they shouted, "d'ya fancy being shrunk down and racing over tables, de; 
garage floors in little vehicles?" It dll seemed like a jolly good idea at the time, so we 
volunteered Simon Byron, He drives too fast for my liking, but this is your only chance to 
view Codemasters latest conversion. Buckle up! 



The new platform offering from Mindvcape leatures a characteristic little fellow 
looks very silly and acts very silly, It seemed fitting, then, that Matt Broughton should be 
the one to take the wraps off this attractive eggventure, (Groan! - Ed.) 



Vo 


1 



I ■ Deceptive title though it may be, this is not an educational kiddies package presenl 

by Sooty but in fact a violent little son-of-a-gun from Psygnosis. Simon Byron is rough and 
tough and ready to do the J bir J in this war strategy slffl. 




he One's version of Airwplf - Dave Upchurch - squeezes into the biggest chopper he can 
find and prepares for violence on n hirge scasp This can mean only one thing - Vision 
Software is getting ready to release its latest shoot-'em-up onto the waiting masochists.,. 
er, masses. 






Stunning graphics, well-'ard characters and groovy soundtracks are just around the cor 
ner when you're dealing with Flair's latest Zool-bashing release Matt Broughton gets the 
wrong end of the stick and puts on his platform shoes. 
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Winning the Longest Title Of The Issue' award, MUPLC is the latest release from Krisalis 
to be abbreviated to MUPLC. Simon Byron (SMNBVRN) does his best boots up nice a 
tight and spits a lot for the crowd. 
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ake two full pages and split them into two columns each, leaving you with four separate 
areas. Now take four up-and-coming games and arrange them neatly so that they fill the 
area. Sprinkle attractive pictures around the drea^ and leave to cool in a shaded area. Yes, 
Matt Broughton washes his hands first and offers you a taste of things to come. 
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There's only one man big enough to stand up to Arnie - our own David "I'll be back after 
lunch" Upchurch. So it was he who got the chance to take a look at the work completed 
so far on Psygnosis's big movie tie-in. 




I 



PROJECT: Last Action Hero 
PUBLISHER: Psy glial is 
DEVELOPER: In-house 
INITIATED: July 1991 
RELEASE: Christmas (Ml 


'I 1 1 be back." 

Every sad journo who writes 
about Arnie or his movies has to put 
the Austrian Oak's most famous 
quote in their feature somewhere so 
I, being just as sad as everyone Hsc, 
thought I'd get it out of the way nice 
and early. And while I'm at it I might 
as well tiresomely quote all his other 
'humorous' sayings so that I won't 
have to trouble you with them later. 
Here goes... 

'Hasta la vista, baby." 

"No problemo" 

"Stick around." 

Er,,. "Big mistake." 

Yes, you heard it right- "Big mis- 
take" is d you see, the latest addition 
to Amie's repertoire of brilliant one- 
liners. But while the others were typ- 
ically uttered just before or after he 
shot someone in the forehead with 
a 12-bore shotgun or stabbed them 
In the throat with a Bowie knife, this 
latest utterance comes from Last 
Action Hero, Arnie's most recent big- 
screen outing, where we meet the 
new, caring n' sharing, man of the 
90s Mr Schwarzenegger. 

Vou see, the whole point, we're 
told, of Last Action Hero (or LAH to 
its chums) is that it satirises Holly- 
wood's love of ludicrous, over-the- 
top violence. All the same r this oh- 
so-deep message hasn't stopped the 
film's makers filling the screen with 
lots of cars getting blown up and 
people getting shot. Do Austrian's 
have an equivalent saying to "Hav- 
ing your cake and eating it"? 

The film's plot c entrps the adven- 
tures of a young boy, Danny Madi- 
gan, whose big-screen hero is Jack 
Slater; a tough cop who has to bend 
the rules a little to catch the scum 
making the streets unsafe for decent 



folk. Slater is (of course) played by 
Arnie. Somehow (and let's not go 
into it too deeply) Danny manages to 
get hold of a magic cinema ticket 
which allows him to pass though the 
screen' into Slater's fantasy world. 

Before you know it Danny and 
Slater are in all sorts of trouble, as 
the film's villains steal the ticket and 


(Top) Last Action Hero as it looks in binary form. Whether you'll have to 
fact and-of4evel nasty Anthony Quiiln doing that stupid Gr#*k dancing is 
unknown, 

[L»ft) It's all action in Last Action H»ro Here's Schwarzenegger doing all 
his own stunts (probably). 

(Below) Eye-eye! (A rather predicatbl* caption - sorry.) 

back into the 'rear world 
where they go about causing all 
sorts of mayhem. Somehow they've 
got to be stopped so Slater must 
enter the 'real J world too - but when 
he gets there he finds things don't 
work quite like they do in the 
movies... 

Confusing? Too right. At one 
point Slater even meets Arnie play- 
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ing himself who, of course, plays 
Slater and.., and... and... 

Goh r my head hurts. And it seems 
'that's been the reaction of the 
movie-going public too. Although 
performing well in the States LAH is 
still not quite living up to expecta- 
tions, with Jurassic Park pulling 
away easily in the 'Which 1 !! be the 
Summer's big hit?' race. At the time 
of writing the film has only just 
opened here, and it'll be interesting 
to see if the slightly more sophisti- 
cated UK audiences take to the film. 

So who would want the job of 
converting this surprisingly complex 
film into a game? Hands up Psyg no- 
sis. It seems that the Liverpool -based 
software stars are not afraid of a 
challenge r the main one here being 
that, in keeping with LAH's sup- 
posed a nti- violence message* any 
licensed LAH products are not 
allowed to show Arnie using an 
offensive weapon of any kind. So 
out goes Arnie holding a gun, a club, 
a broken bottle or indeed anything 
that could be used to hurt, maim or 
kill. And this restriction applies as 
much to the computer game as it 
does to the toy dolls, the bed- 
spreads, the plastic masks and the 
novelty fruit-flavoured lip salve. 

Obviously, for a game based on 
an guns-'n '-explosions action movie 
that's quite a restriction. How on 
earth do you make a game out of it? 
"Looking at the film I think that you 
would agree that it's fairly action 
packed/' says Tony Parkes. LAH: The 
Game's producer at Psygnosis. "We 
therefore attempted to capture that 
using a beat-'em-up scenario. What 
we have done to LAH is to introduce 
the comic element that was present 
throughout the film and make the 
whole game very cartoon y in a 'Torn 
and Jerry' kind of way." 

The game is split into six horizon- 
tally-scrolling levels, each taken from 
specific scenes in the film. So, while 
the first level sees you beating up 
muggers and hoodlums in Slater's 
fantasy film world, by the last level 
the action moves into the real world, 



as the baddies cause chaos at the 
premiere of Arnie's new movie (see 
the film if you want to know why!). 

Columbia, the film company 
behind LAH, have taken a keen 
interest in the game's devel- 
opment from start to finish. 
Tony finds this a refreshing 
and encouraging sign of the 
times, when CD- based soft- 
ware is poised to bring cine- 
malic-style entertainment into 
the home: "It's an indication of 
how seriously the studio are 
taking the interactive enter- 
tainment world," he says. 

In particular, Columbia 
were particularly helpful in 
the project's early days, 
"When we sat down to 
design the original game 
Columbia supplied us with a 
script for the movie/' explains 
Tony, "This was obviously very 
useful and gave us the backbone to 
the game." 

Later, as the movie 
approached completion, Psyg no- 
sis were privy to some preview 
showings of the movie in a 'rough- 
cut' form, "Having seen the earlier 
versions of the movie we then had 
to go back and make some small 
alterations in order to try .and cap- 
ture the mood and feel of the 
movie/" says Tony. "Columbia also 
supplied us with a great number of 
stills from the movie and this was a 
great boon to our artists." 

At this point it seems as good a 
time as any to enquire what Tony 
thought of the film: "I thought it was 
a very good film with some great 
sequences and even the obligatory 


dinosaur 
in the 
background, 
laving a pop 
urassic Park, 
My particular 
favourite was the Ham- 
lei scene ■ brilliant!" (For 
those who haven't seen the 
film this is the bit where Danny is 
trying to brighten up a dull English 
lesson by imagining Slater (a.k.a. 
Arnie) as the Prince of Denmark, 
chewing on a fat cigar while blasting 
away his Shakespearian co-stars with 
a massive machine gun. Hey ■ that's 
what I call biting satire.) 

What does Tony feel makes a good 
beat-'em-up? "A good partner to 
play with/' is his emphatic reply. 
"There's nothing more rewarding 
than playing any game with a real 
opponent rather than some soul-less 
machine." 


It's no surprise, then, to learn that 
there is indeed a two-player option 
in Last Action Hero. JH The current 
options are Slater (Arnie) r Whitney 
{Arnie's daughter in the film) and 
finally an animated cat [during the 
film Arnie is partnered by a Roger 
Rabbit- inspired feline detective]"" 
says Tony. "Obviously they all have 
their own special moves, but I am 
leaving that as a surprise until you 
see the finished game." 

As you might have noticed, Danny 
Madigan doesn't take part in the 
fumpin' fun - apparently Columbia 
felt that a young kid and a beat-'em- 
up just didn't mix somehow, Fair 

enough. 

Tony is very much aware of the 
potential pitfalls associated with a 
film tie-in. It's a genre strewn with 
badly-conceived and poorly-pro- 
grammed turkeys but Tony is confi- 
dent LAH won't join them: "The larg- 
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(Left) Last Action Nero: The Game 
has a nifty two-player option so you 
and a friend can team up to save the 
world, bath real and fantasy. 


{Below) Between levels you're treat- 
ed to a number of animations detail 
ng the developing plot. If you're 
wondering why the screen 1 * blank 
that's because eventually it'll have 
some action dropped into it. 


cr-t nan -life action and the use of 
humour throughout the movie make 
LAH an ideal game vehicle in terms 
of both plot and mood/ 1 says Tony. 
"It's not a case of drop the licence 
onto a game that has only a tenuous 
connection with LAH." 

What are the difficulties in creat- 
ing a licensed game (i,e. a movie tie- 
in)? "It depends. Some titles will 
obviously lend themselves to a com- 

£ £ The real 
crucial 
difference 
between an 
original game 
and a licence - 
be that a film, 
the Olympics, 
or whatever - 

is the time 
element. If the 
product does 

not hit the 
shelves at the 
right moment, 
then due to 
its transient 
nature you're 
going to have a 
tough time 
selling it." 
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Tony Parties 

puter game, others may have a 
rough ride in moving between medi- 
ums. The real crucial difference 
between an original game and a 
licence - bf that a film, the Olympics,, 
or whatever - is the time element. If 
the product does not hit the shelves 
k ot the right moment, then due to 
i its transient nature you're going 


to have a tough time selling it" 

Development of Last Action Hero 
is leading on the Mega CD at the 
momentr with the Amiga version fol- 
lowing soon after. It r s early days yet 
of course, but Psygnosu are promis- 
ing a pixel-for-pixel conversion job. 
"Obviously there are going to be 
compromises made on the Amiga 
version," admits Tony. "The Mega CD 
has over 600Mb of on-line storage 




for the graphics, sound and code so 
something's going to have to give 
way. I don't believe that this will nec- 
essarily affect the payability of the 
product, both of which will, \ believe, 
be great pieces of computer enter- 
tainment" 

Given this huge volume of data 
LAH would seem to be an obvious 
candidate for conversion onto the 
CD32. Sadly, however, Psygnosis say 
there are no plan* for a conversion 
to the new Amiga console in the near 
future. However, if the machine 
starts selling in bulk that position is 
very likely to change. 

So what are LAH r s chances? After 



all r the beat-'em-up genre is nothing 
if not crowded at the moment, with 
the much -anticipated Mortal Kombat 
and Body Blows 2 just around the 
corner. Last Action Hero, even with a 
big movie name to back it up, IS 
going to have to be very good to 
compete. That said, it's already look- 
ing pretty smart and, with the skill 
and experience of Psygnosis behind 
it, Last Action Hero could well 
emerge as the surprise contender for 
the coveted Christmas Number One 
slot. Look out for it. 

(Left) - Get down 1 11 shouts out Arnie. 
"Do you mind - you've just spilt my 
popcorn and Kia-Ora/ 




The Definitive Simulation of 



America's Radar Elusive Jet 
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shadowy, gleaming craft steals through 
the night sky; Out of sight but never out 


of mind. Sleek, Slicing through the dark 

No blips register on the radar. No sign is given, 

■ 

Then, in an instant, an explosion bursts through 
the murky twilight and, as quickly as it appeared, 
the Nighthawk melts back into the shadows, 


The F-l 1 7 A has carried out another 


stealth mission, 


Micro Prose present the definitive simulation c 
the world's most elusive jet: the F-l 17 A. 
Now r with eye- popping graphics, sensational 
sound, thrilling music and a vast array of 
awesome missions across NINE of the world's 
'hot-spots' Catch it if you can! 

F- 1 1 7 A Nighthawk Stlalth Fighter 2.0 


Unpre 


dented, uncompromising 
and undetected. 


MiCRD PROSE 

S f ft 0U J I J Fun Software 

MicroPros!? Ltd., The Hidge, Chipping Sodbury. 
Avon BS17 6 AY- Tel: 0666 504399 


Available for IBM PC Compatibles and 
NOW for Commodore Amiga 
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PROJECT: Micro Machines 
PUBLISHER: Codtmnttri 
DEVELOPER: In-tiouse: 
Charlie Skfllmk (Programming) 
INITIATED: March 1991 
RELEASE: October 1993 




Quick, to the Tiny Machine - Cod entailers' toy-inspired racing game 
about to take pole position. Simon Byron waits for the green light. 
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he brilliant thing about com- 
puter games is that they 
often let you live out your 
darkest fantasies with absolutely 
no real- life consequences whatso- 
ever. If you fancy taking a Stealth 
Fighter to the top of the world and 
then nose- diving into the ground, 
thus writing off millions of pounds 
worth of equipment, then by all 
means do so. Perhaps you're into 
journeying to the planet Hard and 
letting loose an arsenal which is 
comparable to the Big Bang, before 
returning safely home to a hero's 
welcome - not a problem. 

But who in their right mind 
would aspire to assuming control 
of a miniaturised toy car and rac- 
ing it around a schooldesk, avoid- 
ing hazardous rubbers and motor- 
ing over precariously placed rulers? 
It's not the most exciting concept 
ever, is it? The real playthings prob- 
ably only reach a top speed of three 
miles an hour ■ and that's with an 
eight year-old propelling them 
along. 

Well, think again. If you keep an 
eye on the other gaming formats 
then you'll no doubt be 
aware of the phenomenon 
that is Micro Machines, 
Nintendo and MegaDrive 
owners have been com- 
pletely entranced by the 
game since Co-demasters 
published it on their 
respective systems - indeed, 
the Sega version knocked Starwing 
from the Number One position in 
the Gallup All-Formats chart. 

Not ones to miss a money-earn- 
ing opportunity, Codemasters have 
finally turned their attentions to 
the Amiga version and r even at this 
relatively early stage, I have to ^ay 
that it's shaping up to be one of 
the best top-down racers Tve ever 
played. The semi-finished ver- 
sion the Codies ^ent us has 
been responsible for more lost 





if 






There are nine tracks to race over, each with its own individual vehicle which will include helicopters, tanks, 
boat* and racing car*, amongst many others. These rate* will take place in either the Bathroom, School 

Desk, Breakfast Table, sandpit, Garage. Patio, Garden. Bedroom Floor or Pool Table- 


work hours than any other 
game this month (yes, 
including Sensible Soccer). 
It's also been the cause of 
the worst rift between the 
editorial team that The One has 
ever witnessed. Dave, adult-minded 
and mature person that he is, 
declared that he cannot play the 
game against me any more because 
I kept knocking him off the school 
desk and stormed out of the room 
like a spoilt child. Ah, two-player 
games ■ we love them! 

For a game of such quality Micro 
Machines will be spending a surpris- 
ingly short period of time in devel- 
opment. Much of this is due to the 
fact that it's virtually identical to the 


Mega Drive version, so most of the 
tweaks which make games like this 
so immediately playable have been 
implemented already. 

Charlie Skilbeck is almost single- 
handedly working on the Amiga ver- 
sion and he J s even more enthusiastic 
than we are. "Micro Machines has 
got super-high speed action, lots and 
lots of tracks and a unique two-play- 
er mode. We've kept the speed exact- 
ly the same as the Sega version - 
we'd be fools not to considering the 
amount of time we spent tweaking it 
when it was in development. The 
[}c\rr\p routines are exactly the same. 

"The thing with Micro Machines is 
that there are plenty of vehicles to 
drive, all of which handle differently. 


Ihe school desk and pool tables are 
remarkably fast P while the bedroom 
carpet is a lot slower - it's all really 
good fun/' he enthuses. 

He's right you know - especially 
with two players. But before you 
start thinking of limiting split-screen 
races with both players getting 
forced into unseen traps, it's worth 
pointing out that Micro Machines 
just ain't like that. It works like this; 
the screen concentrates on the play- 
er in the lead but as soon as the 
slower car runi off -screen then the 
race is temporarily halted and the 
leader awarded a point. Once you've 
won enough points you're declared 
the winner and the bragging can 
begin. 
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The track* are made up of buil 
blocks which are eicjht piaeli high 
and sixteen wide ■ and you can have 
up to one thousand of them pieced 
together, meaning that many cours- 
es will be some of the biggest ever 
seen on the Amiga. The way they're 
constructed means that Charlie can 
mm pact them to d I most half their 
size but that could still be a prob- 
lem for si 2K owners. 


The original designers opted for 
this system because the Nintendo 
couldn't handle a split-screen, but 
Charlie admits that this has worked 
for them rather than against. "Hav- 
ing a split-screen two-player mode 
would have made the game just like 
any other top-down racer. This way 
it's a lot more competitive because 
you're kept together. 11 

With the Amiga being able to 
handle more complex screen rou- 
tines, did Charlie think about includ- 
ing a four-player option? "I did r but 
it r s a bit difficult because there are 
five keys per player to read r so that 
would be two joysticks and ten keys 
to keep track of. The 
Amiga keyboard 
often ghosts' 
[when you read 
the keys, certain 
combinations 
^ produce 'false' 

readings which 
imply that other keys 
have been pressed] and 
it s very hard to find ten keys which 
are roughly in the right place and 
don't ghost, The main problem with 
a four- player mode, though, is the 
screen thing. I suppose the person 
in the lead could get an additional 



point. Charlie ponders r ' ..I don't youve got and decides whether or 

know, I think we ll have to leave that no* to load in the enhanced graphics 

possibility for the sequel, if there is and parallax, so A1200 owners won't 

one " nee d to buy a special version of the 

All this boundless enthusiasm is a game. Hopefully we'll be able to do 

real credit to the game, although H like that, but we're on a very strict 


Charlie was ini- 
tially more down- 
beat when asked 
to crack on with 
the Amiga con- 
version straight 
after the Sega 
version, "I 
thought 'Oh no, 
not more Micro 
Machines' [title 
for a sequel, per- 
haps?] but then 
set about the task 
of converting the 
Mega Drive ver- 
sion as closely as 
possible. Apart 
from no parallax 

and slightly less colourful cars the 
two games will be exactly the same" 
As for the A1 200 version, Charlie 
hopes to include something special 
for 32-bit machine owners - if there's 
time, of course. ,J lf we do an A 1200 
version then Til make it so that the 
program detects what machine 


£ £ Having a split- 
screen two-player 
mode would have 
made the game just 
like any other top- 
down racer. This way 

it's a lot more 
competitive because 
you're kept 
together. 
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There arc two different types of games: challenge and head -to-head. The 
fanner can only be played in one-player mode (it pits you against three 
other computer controlled vehicles in an out-and-out race over a set num- 
ber of laps) but the head-to-head (played against the computer or, even 
better P against a mate) is where the game really comes into its awn. 


time deadline and I 
can't guarantee it," 
One of the hardest 
parts has been 
cramming the 
game into 51 2K, as 
Charlie explains: 
"There are nine lev- 
els and most of 
them, apart from 
the odd couple, 
have got three 
tracks each. In all, 
there's about thirty 
tracks. It's all a bit 
strange, because 
the Sega version s 
tracks are made up 
of blocks of twelve- 
by-twelve characters but when I put 
them through a converter to make 
the scroll quicker I found that each 
track takes up 144K P which means 
that we're having trouble squeezing 
the game onto half- meg machines. 
There might bit a bit of disk access- 
ing if you've got a 51 2K machine m 
the front-end graphics alone are fair- 
ly huge, I'm pretty sure that we'll do 
it, though/' 

Apart from tidying up the front 
end there's not that much left to do 
so Micro Machines looks set to 
appear in October. And if there's any 
justice in the world it'll shoot straight 
to the top of the charts and quickly 
establish itself as THE top-down racer 
of the 90s. 

Obviously you can't see the ears 
moving so you 11 have to take my 
word for the fact that everything 
whizzes along at fifty frames per sec- 
ond - the absolute limit for Amiga 
games. The tracks will feature loads 
of obstacles so be prepared to leap 
over school folders, avoid speed - 
reducing glue blobs and weave 
between spilt beans (baked, that is}. 



(Above) Over to Charlie for a quick 
synopsis of Micro Machines: 
"Basically, you choose who you want 
to be and! who you want to race 
against- You can select a driver from 
several different lcids r some of whom 
are a little reckless, others are more 
cautious. This changes the way the 
cars handle and what their top 
speeds are- You can handicap some 
players as well, so if one of you is 
better than the other then you can 
udjust the difficulty that way." 
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People are always asking why the chicken crossed the 
road but they never seem to wonder what it was 
doing there in the first place. Matt Broughton brushes 
up on his dodgy egg jokes in this WIP eggslusive. 
(Groan... it's started already - Ed.) 

1 . i j j 
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PROJECT: Alfred Chicken 
PUBLISHER: Hindicape 
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DEVELOPER: fttilkfht: Andy Swann {Code); Wayne Dillingham 
(Gaphici); Dave WhitUker {Sound). 
INITIATED: March 1*91 
RELEASE: September 1491 
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I sn r t it amazing how a film can 
I affect you? All that talk in Juras- 
I sic Park about how dinosaurs 
evolved into birds terrified me. 
Now whenever someone mentions 
chickens my mind immediately 
flashes to scenes of huge veloci- 
raptors bouncing around and 
screaming while maiming innocent 
children in kitchens. The thought of 
large claws ripping stomachs open 
and spilling steaming intestines 
into cupped hands keeps me awake 
at night listening for that J trum- 
pety' noise in the distance. The nice 
doctor i<^s HI be okay eventually. 

But that's all in the past now, I 
think. And anyway, there are no 
dinosaurs to he found in these 
pages, just good old-fashioned 
chickens that wander around wait- 
ing to be eaten and laying eggs 
while they're there. And hopping 
around platforms and jumping on 
baddies' heads. Yes, Alfred Chicken 
is (nearly) here. 



Alfred Chicken has actually been 
alive and kicking for some time now 
in the form of a very bucce 
Gameboy release that followed the 
platform antics of the aforemen- 
tioned domesticated fowl, and now 
Mind scape are proudly set to release 
the Amiga version onto 
the waiting masses 
Alfred Chicken was orig- 
inally created by Jason 
McGann and PeteTattersall 
of development team Twilight 
and is more inspired by Warner Bros 
cartoons and Gary Larson's The Far 
Side' than by the obvious genre com- 
petitors such as Mario or Sonic- To 
tie-in with Alfred's recent bid to 
become an MP (see News for the full 
story) PR bod James Morris from 
Mindscape told us "The idea was 
hatched to create a new political 
force in chicken circles.' 1 ' Hmrn r yes If 
you get the feeling that the general 
mood surrounding Alfred is a silly 
one then you'd be right - and the sto- 



ryline isn't much more sensible to be emphasis here is on Alfred's unique 
quite honest! style and humour in an all -British 

"The evil Meka-Chickens have character." 
eggnapped Billy Egg and his brothers Alfred has certainly got a unique 
for evil cloning experiments. Alfred style of his own as he leaps and 
must rescue the bounces across 

Eggs and smash the f £ screen after screen 

Meka-Chitkens' plan L L The Gctltieboy of strange and 
for world domina- version rated frankly silly action 
tion r " it says here. _ . . |B in an attempt to 

Oh God, I don't V*ry hl 8" in a " rescue his mates 
know how much it's reviews SO while avoiding the 
more of this I can ^ m^Mm\ :* ^a^J*.'* many forms of 

take this W * fe,t " dldnt death that await 

Anyway, tell me need any him. Leap up and 

Twilight was it dif- improvements^ d ™ n f ? iert k cJ 

ficult to come up r T TWfred dive bomb- 

with a new platform * 'ing (beak at the 

game with so many Tftt Twttght Team f ea dy) anything 

already on the mar unfortunate 

ket? "Very difficult, but not so hard enough to be underneath him. Miss 

that we haven't done it with Alfred, your target though and you'll prob- 

Jason thought of Alfred because he s ably find yourself well and truly 

basically mad, and we've included stuck beak-first in the ground with 

good main character movement and your legs waggling in the air. 

constant challenge, as well as lots of Though dive bombing is the best 

secret sections and rooms. The way to be sure of killing the strange 

To progress on some levels you will need to activate switches to operate 
certain lifts or make platforms solid. They're very ustr friendly and have lit- 
tle signs on them indicating their e-ffeet - this switch inalttf the "star plat- 
forms' solid enough to land on. To the right you can also see one of the 
balloons that muit be released to progress onto the ne*t level. 
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sound ■ not to mention introducing 
colour (something that made the 
programmer very sad!) There are 
eleven levels in all, plus three bosses 
(the evil Meka-Chickens) as well as 
many bonus games and rooms. The 
levels are split into five specific zones; 
Cheese, Baby. Wood, Book and Glass, 
as well as the Meka-Chickens' HQ and 
various bonus zones. OK and some 
secret zones." 

The zones feature baddies that are 
rylrited to the theme as well as a 
number of standard baddies that 
occur all the way through the game- 
cheese world features mice while 
snails crawl around the wood world- 


etc - our readers like that sort of 
thing you see, although it boggles 
my mind to be honest, "Alfred has 

very fast scroll " no r please don't 

confuse me with technical terms, 
"...well fifty frames per second actu- 
ally, and lots of sprites." Lots of 
sprites? 'Yes, oh and 32-colour 
graphics™ 

Well that's quite enough technical 
data (ahem). Is there anything that 
you woukTve liked to incorporate 
into the game but couldn't because 
of time or hardware limitations? 
PJ WeH everything from the Gameboy 
original - characters and gameplay - 
has been converted so no, not real- 


As already mentioned, Alfred's main attack is to dive on his foes from 
above. If he dives lor any length of time without being in.terupted, jets 
appear at his side and he goes into— Turbo-Dive! This is very handy for get- 
ting through blocked areas that would otherwise need to he pecked 
through a block at a time- As you would imagine, it also does a fair bit of 
damage to anything unfortunate enough to be underneath him. 



nasties that appear in the game, 
there are pick-ups that will enable 
Alfred to shoot baddies for a period 
of time as well as acquire feathers 
that rotate around him, killing any- 
thing, that gets in the way. 

Alfred also has a secret weapon at 
his disposal ■ the turbo-dive. Well if s 
not a secret actually because all you 
have to do is keep a dive going unin- 
terrupted until - whoosh! - out come 
the jetwings and you're off at a 
frightening pace. This is particularly 
useful for getting through some of 
the areas that have blocks in them. 
These blocks can be destroyed by 
pecking them one at a time, bui "i 
takes a fair amount of time to do it 
this way. 

In a desperate attempt to drag 
the conversation into the realms of 
r normal J I ask how the game has 
been tweaked or refined in the tran- 
sition from the Gameboy to the 
Amiga. "The Gameboy version rated 
very highly in all its reviews so we 
felt it didn't really need any improve- 
ments other than graphic size and 








As you might expect from a world made of cheese* mice are all over the 
place and must be dealt with in Alfred's own unique style - dive bomb trig ! 
Diamonds are there to be collected but are often hidden in diffkult-to-get- 
to places. Luckily there are a fair number of springs around the landscape 
that can be used to reach higher levels, and don't forget that there are 
secret passageways out there somewhere. 

Other in-game baddies seem to have 
no real orientation at all - but they do 
look nice! Apart from baddies wan* 
dering around trying to inflict pain 
on Alfred, the zones are strewn with 
dangerous areas that must be 
avoided or traversed using the lifts 
and conveyor belts - glass 
world has jagged bro- 
ken bottles, wood 
world has lines of 
four-inch nails, etc. 

Back to Twilight. 
Can you give us some 
of the game's tech- 
nical specifications 
on the Amiga, i.e. 
speed of the scroll, 
number of colours 


|y_ We think that the most important 
and essential ingredients in a good 
platform game are excellent paya- 
bility and a good challenge- And 
having Alfred Chicken in them, of 
course! 

"Jason and PetP are now working 
on the design for the Super IMES 
Alfred 2 and it flooks like it's going to 
be very special so we may well con- 
vert this onto the Amiga 1 2GO/CD32 
for late 1994. There's also an A120Q 
version of Alfred 1 planned." 

How will Alfred 2 follow on from 
Alfred Chicken? "The design has 
Alfred and his mates (and the evil 
Meka-Chickens) falling into a strange 
'fairly tale' land and acting out sto- 
ries like Jack and The Beanstalk with 
Alfred as Jack and the Meka- Chick- 
ens as the Giant. Alfred will also be 
joined by his little nephew Dinky' 
for two-player action.' 1 

Well there you have it - a new 
breed of hero for a new breed of 
game player. Or something. It's all 
just a bit too silly for me but you 
may feel differently. Let's just wait 
and see. 
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PRO J ECT: Thtatre of Death 
PUBLISHER: PsYgnuii 

ii i i i i i , 1TPr r — 1« fcumiJJ i i i i i i i rr-nH^"'"" 1 1 

DEVELOPER: In-house: Dave Anthony (Main man, apparently); Jed 
Adam I (Intro and 'bits'); Gary Burley, James Robinson, Jerry Old neve, 
Rita Kin sella (Graphics); Hike Clarke, Mike Tonks (Sound), ^ m 

INITIATED: OcttjMf WW „ ^ 

RELEASE: October 1943 
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Yes Rids, it's time for the issue's Compete J y Over -The -Top Violent Game Award, which 
this month is gratefully accepted by Psygnosis. Simon Byron tries to not to faint. 


■hen a game designer 
■ ■IB describes the ba^k plot 
II V behind his latest game as 
"slaughter everything" you know 
you're in trouble. So here I am, 
charged with the task of making 
Psygnosis's latest hloodfest sound 
acceptable to grown-ups who are 
concerned at the ever- in creasing 
amount of violence their kids are 
exposed to. 

I'm sure it s not really kike that. 


Like many games nowadays, 
Theatre of Death leaves its rotting 
corpses scattered about the plane 
so by the and of the game the bat- 
tlefield looks like, errn r a 
battlefield. I remember when ene- 
mies used to flash then vanish. 
Much like Dave in Fintbury Park 
after work, I've told him, you know. 


daddy-ohs. There are deep social 
issues raised in the game which ques- 
tion our perception of time, space 
and the universe and our role with- 
in it. In fact, playing a few missions 
of Theatre of Death Is a proper edu- 
cation, with environmental messages 
and multiplication tables subiiminal- 
ly flashed on-screen, engraving the 
things that really matter in life into 
every child's brain. Or perhaps not. 
Nope f I can't do it. And I'm sure 

"Yes." 

Dove AnHwny r 
Timlin of Death's "mam 
man'. 
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that even if I bothered you wouldn't 
take any notice, for everyone knows 
that killing people is what the game- 
buying public are really into, Syndi- 
cate was praised for having torched 
corpses littering its futuristic streets, 
the forthcoming Mortal Kom bat will 
impress folk with its harrowing 
decapitation and spine-removing 
scenes and Theatre of Death's dis- 
turbing and graphical depiction of 
exploding snowmen will probably 
make great front page stories when 
the Royals aren't up to much. 

Dave Anthony, the aforemen- 
tioned designer of Theatre of Death, 
is consistent ly brief dnd to the point 
whenever you ask him about his 
labour of love. Apparently Theatre of 
Death is "an action game combining 
strategy with a fast pace" but that 

(Below) Ah yes, the exploding 
snowmen- You'll find loads of these 
dotted about the plaice and it s 
often ttie case that blowing up one 
will set off a huge chain- reaction. 
Those programming typirS, eh7 
Bonkers or what? 
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hardly accurately describes what the 
game's about, so Til have to chip in. 

"You control either a lone soldier 
or a whole platoon of gun-toting 
maniacs," adds Simon Byron, 
Britain's most miserahle journalist 
and person who consistently bails 
out the rest of his so-called col- 
leagues by maintaining a level of 
quality so high that it rubs off on 
them, "the idea being to wipe out 
all of the enemy from a variety of 
terrains before they do the same to 
you/* Er, thanks. 

At first glance. Theatre of Death 
looks very similar to Syndicate but 
Dave actually describes the game's 
biggest influences as lemmings and 
Populous, "I sat down with lan 
'Grip per' Grieve (the producer) back 
in October and had a look at suc- 
cessful games, trying to get general 
ideas on what makes a really good 
game. Then we added a few ideas 
of our own, and that basically 
shaped Theatre of Death." 

The game'\ name hardly leaves 
much to the imagination and ini- 
tially the big-wigs at Psygnosis 
weren't too hcippy with it. "Sale*, 
and marketing said 'Great game but 
we can't go with the name, you 
know, death and all that'. Howev- 
er, they soon agreed that killing can 
be fun in Theatre Of Death. Some 
MPs might disagree, though." 

Yes, ft has to be said that 
although Theatre of Death contains 
violence by the bucketful it at least 
has its tongue firmly in its cheek 
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If you leave the soldiers to themselves they'll do- their best to wipe out ally 
enemy troops that wander into range, This intelligence hasn't been easy to 
implement causing Charlie "a lot of Stress and hassle." Still, it was- worth it. 
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The map screen shows the how the mission is going and by clicking on a 
cert aIii area you'll be whisked to that particular spot. There an some 
refinements yet to be made to- this part of the game so don't be surprised if 
the finished version looks completely different. 

Sometime} designers have no idea of 
the effort that goe-s into captioning 
pictures. Take this visual to the left 
here. What else is there to say apart 
from tlte fact that there's a tank and 
an explosion? And you can probably 
work that bit out for yourselves. I 
don't know, you just can't get the 
staff these days. 





<a_ 




V 




9f? 


www 


One of the game's unique features is the ability to call in help. By inputting 
co-ordinates and pressing the red button you'll can send forth a huge wave 
of destructive fighter planes, leaving the enemy with no chance, 


Along with plenty of death achieved 
by shooting soldiers with 'real' bul- 
lets, blasting them with hand 
grenades, rockets, flame throwers, 
dynamite and land mines, running 
them over in tanks, feeding them to 
the sharks and watching reinforce- 
ments carpet bomb the enemy 
(phew!), there are little touches like 
an abandoned double-decker bus in 
the moon level (Inspired by the Sun- 
day Sport's not-made-up story) and 
an escape on the back of a motor- 
bike, like in the Great Escape, which 
are sure to raise a smile and remind 
you that this is all make-believe. 

"Wo have drawn on ideas from a 
number of sources to come up with 
a truly original game," smiles Dave. 
"We've been inspired by many films 
and TV series like Jaws and Star Trek. 
There's even a monolith on the moon 
along with some Space 1999 Eagle 
transporters. Basically anything that 
impressed us during our childhood 
has been incorporated into the 
game." 

The game has been l (instantly 
been developing as the team come 
up with off-the-wall scenarios and 
gameplay improvements. When we 
were originally shown Theatre of 
Death it had a diamond- shaped dis- 
play but that was soon changed 
when Dave and the chaps realised 
that a more regular square window 
(it's like Playschool isn't it?) 
enhanced the player's field of vision, 
thus making it easier to plan your 
tactics more efficiently. "Virtually 
everything has evolved throughout 
development, " admits Dave, "'We've 
added more features, more missions, 
new sound and graphics, as well as 
revised the original control system. 

"We have tried to make the game 
accessible by employing an easy-to- 
use control system so you can com- 
mand anything from one man on a 
commando-style romp or whole pla- 
toons with the minimum of fuss. The 
scrolling improves every day in terms 


of smoothness and speed," 1 

The amount of missions is anoth- 
er undecided variable. "At the 
moment we've completed 30 mis- 
sions. We plan to put in a further 30 
to 50, depending on ideas and 
time." These missions and mini-plots 
don't come cheap, however, and the 
size of the game is increasing rapid- 
ly "Memory? I can't remember how 
much the game takes up off- hand, 
but I do know that there is a lot of 
it, The finished game will probably 
come on two or three disks," 

Complex artificial intelligence rou- 
tines are required for both sets of 
troops as they'll decide to shoot 
things themsejves if you leave them 
hanging around for too long. "Each 
troop is highly intelligent - well, they 
walk around trees, anyway. No but 
seriously, we implemented an accu- 
rate recursive A-to-B routing algo- 
rithm. It was lots of stress and has- 
sle to get this intelligence working 
properly, but I think we've got it 
sorted now." 

Time for a bit of bad news for 
A1200 owners. Sit down, make your- 
self a cuppa and prepare for the 
worst. "Unfortunately there will be 
no special A1 200 version," confess- 
es Pave, 'but when you see the fin- 
ished version and notice what we J ve 
made an A60D do then you'll realise 
that there really is no need for an 
enhanced version," 

As the sun begins to set on The- 
at re of Death's horizon and the 
game nears completion there are 
still 2 couple of questions that need 
answering before we fetch our hat 
and coat and embark on the long 
trek back to The One Towers. Quick- 
ly Dave, tell us and tell us true, 
what's been the hardest part so far? 
"Trying to stop playing the game 
when I should be programming it," 

And one last thing before you go. 
Are you happy with the way the 
game is turning out? 

"Yes." 
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coarTt get much further from the 
cutesy escapades of Woody's World than 
Seek & Destroy, an ultra-violent shoot-'em 
up, yet both come from the fertile minds 
of the chaps at Vision Software. David 
Upchurch calls collect to New Zealand to 
find out all about it- 


it takes a lot to impress us cynical 
lot at The One. When Simon saw 
the dinosaurs in Jurassic Park his 
verdict on them was that they were 
"alright". Matt once saw Arnold 
Schwarzenegger in a restaurant 
who, according to the !ad r "is not 
as muse ley as people make out." I, 
on the other hand, once got 
abducted by aliens who gave me a 
sightseeing tour of the wonders of 
the universe. I'd seen better. 

Then one day a disk plopped 
through The One Towers' letterbox 
bearing a rolling demo of a new 
game from Kiwi coders Vision Soft- 
ware, the geezers who wrote 
Woody's World, Out of a sense of 
duty we loaded it up and such was 
its amazingness that Simon's head 
exploded, Matt curled up into a 
foetal ball and regressed to child- 
hood while I lost my appetite for 
two days. That game was Seek & 
Destroy. 

The Seek £ Destroy project is the 
baby of just two people, Paul 
Andrews the programmer and 
Rod Smith the graphic 
artist. ("Well be using 
an independent 
musician for the 
music," adds 
Paul "but we 
haven't decided 
who that'll 
be as yet,") 
As the 
game's name 



implies, it's an all-action blaster. 
"We're putting together a lot of mis- 
sions, each of which will entail, well r 
mass destruction and carnage!" says 
Paul "There are four different loca- 
tions including jungle, desert, sea 
and snow, each with a large variety 
of ground and air defences. It is your 
mission to go in and destroy every* 
thing. There might be a little varia- 
tion on this theme but most of that 
will be coming from the enemy and, 
of course^ your way of dealing to 
them," 

"We've been planning a shoot- 
J em-up since before we started 
Woody's World/' says Rod, "The 
response we've got from our share- 
ware releases proved that, despite 
what the industry says P good blasters 
are far from a dying art," 

"Going from a humungous plat- 
form game to an all-out shoot-'em- 
up was really refreshing. There's 
nothing like a change to keep the cre- 
ative juices flowing/' chips in Paul. 
JH Yeah, there's nothing more cre- 
ative than developing a game 
of mass destruction 
like Seek & 
Destroy!*' con- 
cludes Rod, 
obviously a 
person of 
sound mind. 
Chopper- 
based 
blasters seem 
to be in vogue 



[Above and right) A selec- 
tion df soma of the back- 
ground scenery. As you 
can sea each abject has 
had to be painstakingly 
rotated 12 times ready for 
plotting on-screen. Rod 
used O Paint's rotate facili- 
ty to do this but even so 
the results often needed 
touching- up. That S an 
awful lot of work! 



at the moment. Over the last few 
months the Codies had a shot (pun 
intended) at the genre with Firehawk 
and, of course, Electronic Arts blew 
us away (another pun intended) with 
the brilliant Desert Strike, How do 
Paul and Rod think Seek & Destroy 
scores over those earlier games? 

"Being a helicopter game, people 
are bound to compare Seek Se 
Destroy directly with Desert Strike," 
admits Rod. "However we've devel- 
oped it along completely different 
lines. Instead of being realistic in fire- 


power we've gone tenfold on the 
ammo supply." 

"Also, the optional mouse control 
means proportional control/* adds 
Paul, "This along with selectable 
sensitivity makes the control 
method in Seek & Destroy unlike any 
other shoot- H em-up, And the rotat- 
ing screen is pretty unique. 

Ah yes, the rotation. This really is 
something special You see r rather 
than the "copter rotating and mov- 
ing over an eight-way scrolling back- 
ground, in Seek & Destroy it's the 
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(Left) No r your 
chopper hasn't 
shrunk - if $ just 
landed to pick up 
troops 


background that rotates while the to send out a disk with a running 
copter remains facing up screen demo on it." The very disk, indeed. 
The inspiration for this approach that got us at The Qne so excited 
came from a PD game that The One 
featured on its coverdisk a few 
mon ths back Transplant, "The 
objects, rotating around the ship was 
not only different but fi thought it 
was really playable/ r says Rod. 

For Seek & Destroy r however, Paul as required 
wanted to produce something a bit - not an 
more visually exciting than Trans- easy task 
plant s simplistic starry backdrops. 
The end result is a whote screen of 
huts, missile launchers, palm trees 
and soldiers, a\\ rotating super- 
smoothly around the player's ship. 
"After so my brainstorming we came 
up with a method of rotating the 
whole screen around the player. 
We J ve been really pleased with how keeping in 
much we can do on the good old mind both 
Amiga/' says Paul. 

"Yeah, when people see it up and 
running they'll watch it for a while 
then they go 'Wow!'. We've devel- 
oped special routines for the shad- 


(We re still trying to calm down, you 
know ) 

The effeet was achieved by draw- 
ing all the background objects at 
their various rotations and then plot- 
ting them 

Going from a 
humungous platform 
game to an all-out shoot 
r em-up was really 
refreshing. There's 
nothing like a change to 
keep the creative juices 
flowing. ^ ^ 

Paul Andrews, 
Seek & Destroy '# programmer. 


for the 
Amiga. 
" W hen 
developing 
games on 
the Amiga 
you're 
always 


memory 
restraints 
and 


(L*ft) That's* kill!" 
shouts your to -pi lot. 
One down, another to 
go. 

rotates around the player. 

"That being the case we had to 
come up with some pretty good 
techniques to get everything hap- 
pening. Re-using sprites on nearly 
every second line meant that filling 
the screen with fire power was not a 
problem. Being able to blit shapes 

upside down 
meant we could 
cut the number 
of shapes in 
memory by half. 
I suppose it all 
comes down to 
where there's a 
will there's a 
way." 

Most of the 
work in Seek & 
Destroy is hand- 
drawn in 
DPaint r pr points 
out Rod, 
"Although 
□Paint can 



to fill the screen with objects so that 
every part of the screen effectively 


ows which adds the extra depth to 

the game. When the screen rotates, wanted 32 rotations for each shape, 
the light source rotates with it, 
which mean* the shadows need to 
rotate around the object, which is 
rotating around you,... Ummm F you 
need to see it to understand." 

"That's why when it came to the 
first press release we got a bit 
stumped,™ adds Paul, 'it was too 
hard to explain the game and the 
way it worked. We ended up having 
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s p e e d r " 

says Paul "Seek & Destroy has been rotate brushes, it never does it very 
a tough call on both counts. We successfully so the frames still have 

to be touched up. We went to 64 
a separate shadow and wp wanted rotations for some shapes to get 
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(Above and left) 
Certain levels see 
you piloting) your 
chopper over icy 
wastes. Here 
note the brilliant 
smoke trpik left 
by the missiles. 


them really smooth. As you can 
imagine, that's a lot of work " 

Mow the game's running as fast 
as Paul and Rod want it to on a stan- 
dard Amiga, so an A1200-specific 
version looks unlikely at the 
moment, although the game will be 
slightly enhanced. "The game has 
been developed so as to run as 
smoothly as possible on a standard 
1Mb A500 F " explains Paul. "The 
A1200 version will have that extra 
slick finish but standard Amiga users 
will get the same action and destruc- 
tion combination." 

Like any good shoot- J em-up r Seek 
& Destroy puts a lot of lovely 
weapons at you disposal "The chain 
gun (your basic weapon] is limitless 
and can be used for both air and 
ground attack," says Rod. "Then 
there's the air-to-ground and aiMo- 
air guided missiles; a small tracking 
cursor locks on to targets so you 
know when and who you're firing 
them .-at." 


"We've also got tracer rockets 
that give you some pretty rapid 
destruction and the Exocet missiles 
which just fly straight and then 
BANG ! Mass destruction! Then 
there's the good ol' napalm to real- 
ly set the game on fire!" exclaims 
Paul. 

Paul and Rod have put a lot of 
work in to ensure that the weapons 
look as good on-screen as they 
sound on paper: "There's been a lot 
of attention gone into detail in this 
department/' concurs Rod. "The 
shrapnel effects work well. When 
something is hit hot shards of metal 
fly off which is quite satisfying. Then 
smoke starts billowing out from the 
enemies after they take damage ■ 
this all drifts off in the wind which is 
another touch which gives the game 
that extra realism." 

"After this the'copilot will proba- 
bly urge you to 'FINISH 'EM OFF!" - if 
you take his advice the enemy blows 
up in a nice healthy explosion/ 
points out Paul 

Talking of the speech, I should 
point out that it s superb. All the 
way through the game your actions 
are accompanied by atmospheric 
radio chatter from your co-pilot and 
ground control. "That was an enjoy- 
able part of development" says 
Paul. "We had the digital effects unit 
plugged into the sampler got out 
the microphone and went for it. 
We d done some experimenting in 
both Cybernetix and Microbes but 
we're really happy with the results 
we have achieved in Seek & 
Destroy." 

"Both the speech and the sound 
effects really help set the right atmo- 
sphere." agrees Rod 'The speech in 
Seek S Destroy is all event-driven 
and there's heaps of it The trick is to 
fit it in without ft becoming annoy- 
ing. We're really happy with the 
results we're getting.'' 

Seek & Destroy is shaping up very 
nicely, it has to be said, If we can 
stand the excitement you can expect 
to see a full review in a couple of . 
months or so, all being well.. M 
Stay frosty. 
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Strap on your Goo Shooter and join Mick™ and Mack™, 
the Global Gladiators™, on a quest to neutralise the 
Monsters of SLIME WORLD, THE MYSTICAL FOREST, 
TOXI-TOWN and ARTIC WORLD. Check out the 
bodacious backgrounds, the 1,250 awesome animation 
frames, and the most spacious sound around! 
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Remember Trolls? Who couldn't? 
With their fly-away hair prob- 
lems, large noses arid sticky-out 
ears they not only reigned supreme 
in most of the card shops in England 
but also had a fair presence when 
they appeared on the Amiga at the 
beginning of the year. 

Sates for the Trolls computer 
game were a lot more impressive in 
other parts of the world than they 
were in the UK, but they were still 
good enough to convince Flair to set 
about making Trolls 2. Naturally, The 
Flair Team {no individual names 
please:, it r s a group effort) were curi- 
ous to know why sales for the game 
had been so average when various 
reviews had actually marked it above 
ZooL 




You're probably under the impression that there's only one big name 
pi at former on the way - a game beginning with a Z and ending in 
an L and a 2 - but there's soon to be be a new contender in town. 
Matt Broughton forgets about Ninjas and checks out the newcom- 
er from Flair: 


anyone else you'd care to think of r But considering the recent prolif- 

as well as construct incj a more butch eration of platform games, what 

scenario than Trolls" cute and sickly does Oscar have to offer the genre? 

one. Thus a star was born - Oscar, "When you see it yourself you won't 

Like all teenagers, Oscar loves to have to ask that question," boasts 

go to the movies and that's where Mr Flair. 'The graphics are stunning 


"When we looked back to see why 
it didn't do so well we established 
that it was nothing to do with the 
quality of the game but because the 
game was perceived to be a 'girts' 
game/' explains Mr Flair, "We took a 
number of stands at various shows 
and quizzed teenagers about the 
game and the main reason for peo- 
ple deciding not to buy the game 
was because Trolls were a J girly type' 
toy in the shops. It was as bad as 
calling the game 'Barbie Doll." 

By this time work had progressed 
on the game but it was obvious thdt 
a new character identity was need- 
ed. The Flair team went back and 
made the main character more 
butch, aiming for something more in 
line with Sonic, Zool, Mario ",,.and 
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and the game- 
play is the slick- 
est, smoothest 
and most glitch- 
free you'll see on 
a computer." 

A fafrly brave 
statement when 
you consider 
some of the 
other releases 
about to hit the 
market, but it 

sic Pranks, The Horror Channel and can't have been easy to get to this 
Sci-Fi Encounter. Each world is split level of excellence'. "The most diffi- 
into three levels plus further bonus cult thing has been quite literally, 
levels at the end of each world com- even on the A1 200, to cram in all the 
pleted, As Oscar ventures between things we wanted to get into the 
levels he must collect miniature ver- game from a memory point of view. 
sions of the real' Oscars in order to The panel is in 32 colours, the back- 
progress, ground is in 32 colours, the f orc- 


his fun starts. On 
arrival at the local 
multiplex,, the 
movies showing 
become the 'worlds' 
which the heroic 
Oscar explores in his 
quest to become 
the latest star of the 
big screen: Cartoon 
^uperworld, "Wild 
West Capers, Games 
Show Bonanza, 
World War 3, Juras- 


We believe 
Oscar's the 
ultimate. When 
you see it 
you'll be 
astounded. 

The Flair Team. 


ground is in 32 colours, the sprite is 
in 16 colours - it's all been a horren- 
dous job and it's taken a lot of mem- 
ory to make the screens as active and 
as pretty as they are without sacri- 
ficing sprites." 

There will be a simultaneous 
launch for all formats, so what will 
the new CD32 version hold for the 
lucky owners? "General improve- 
ments will affect sound and graphics 
with digitised sequences for the 
front end. The general gameplay will 
be unchanged as we feel that it's as 
good as it can be." 

Looks to me like there could be a 
new star waiting in the wings of that 
great theatre we call the Amiga. Only 
time will tell. .. 



> 


1/1 


W 


WORK I 


PROGRESS 


k 



: Vfii GG 

: W£ GG 



Jf 


Surprisingly, therp's hardly any main program code but graphics -wis* 
there's almost half-a-meg r s worth. Each team can have different shirts, 
different hair colours and different skin colours. All the players will have 
hair and skin colours as in real life and you can even make some of th« 
pi dyers bald, which is always handy. 


ts very fortunate for Krisalis that 
I Manchester United won last year's 
I Premier League, For without this 
fortuitous victory they wouldn't 
have a particularly valid reason to 
release Manchester United Premier 
League Champions. They cou^d have 
called it Manchester United Nearly 
Premier League Champions or r more 
realistically, Manchester United Not 
As Good As QPR, but - hey ! ■ they did 
win and here we are once again. 
But this time there's a difference- 
Rather than churning out another 
side-on footy romp, the Rotherham 
boys have decided to change the 
perspective and adopt the hy- now- 
familiar top-down view; So why this 
sudden change? Pete Harrap, pro- 
grammer of MUPC r knows and he's 
about to share it with you. 

"Mainly to get some nice speed 
out of it/' he confesses to your fear- 


less reporter. "The other two Man. 
United games suffered a little bit 
from a lack of speed. John Barnes 
was basically as fast as we could get 
it but obviously it wasn't up to 
arcade speed. Small graphics should 
allow for better gameplay - that's 
the hope." 

Seeing as how Man. Utd Premier 
Champs is a top-down footy game, 
it seems only proper to raise the 
inevitable How's It Going To 
improve Over Sensi? question. Pete 
is very prompt with his reply (he 
couldn't have anticipated such a 
question, could he?): "Tactically, 
basically. You'll have all the moves 
that Sensi has plus a few more and 
the players will play a lot more intel- 
ligently. You can decide exactly how 
you want them to behave; defend- 
ers can hang back or move forward 
and behave like strikers in certain 



Th« team haven't discussed an 
A1200 version, but CD32 Is a 
distinct possibility. The only prob- 
lem with this is that gamers using 
the joys pad may have problems 
moving diagonally, but that's a 
handicap many will find them- 
selves having to overcome. 


All the important sound effects will 
be stored In memory with additional 
background cheers and general 
crowd noises loading is as you play. 
The only problem with this is Smart 
Alecs may remove the disk during 
play r but there'll be a special routine 
to prevent the game from locking up 
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Just when you thought it was safe to play 
one soccer game only, Krisalis announce the 
third in their successful Manchester United 
series. But can you spot the subtle difference 
this time around? Simon Byron can... 


Another idea the- team 
have got is to 
constantly update the 
colour of the pitch. 
This may not sound 
super-sexy but imag- 
ine the effect that 
"digging 1 into the 
pitch whenever you do 
a sliding tackle will 
have. Dirt tracks could 
appear at the game 
wears on, producing 
muddy streaks when- 
ever a particularly vio- 
lent tackle has taken 
place. Let's hope they 
can pull it off. 


situations, 

"There" re no set formations so you 
can position your players wherever 
you like. You can only change those 
kinds of things at half time or when- 
ever you bring on a substitute 
because obviously the manager 
hasn't got that kind of control over 
the players when they're actually run- 
ning around the pitch, 

"All these options are accessed 
from something we call the Tacti- 
grid. What you have is a grid repre- 
senting the pitch and after clicking 
on any of your players you can move 
them wherever you like. 

"The whole idea is to make this 
part of the fame very simple and 
easy to grasp. You don't actually 
have to move your men around if you 
don't want to but if you decide that's 
what you want then it's just a case 
of picking a man and moving him to 
wherever you want him to go. 

"You've also got individual stats 
for each player which affects how 
long they can run for, There are three 
speeds; walking, running and sprint- 
ing. Walking allows them to recover 
energy while the other two take 
energy from him at progressively 
faster rates. If you tell your bloke to 
constantly push forward then he's 



gWTnf*pH 


mm 



going to get tired very quickly. It's a 
nice, smooth progression - it's cer- 
tainly not a r he's either running or 
he's not' situation." 

Hut will this make the game less 
appealing to gamers who want to 
concentrate on just playing an 
arcade-y football game? "I don't 
think so because we're making it as 
user friendly as possible - you can 
get into it without being bogged 
down with endless menus." 

Pete is extremely pleased with the 
way things are progressing. "This 
game feels' a damn sight more 
playable - there's something about 
it moving at the speed it is. It runs 
at fifty frames per second but at the 
moment there's quite a lot of CPU 
time left for each frame which gives 
me more scope to add additional 
tricks. The only problem is that if all 
twenty-two players are on-screen at 
once then the display will slow 
down slightly/' 

We've always said that it's virtu- 
ally impossible to substantially bet- 
ter the standards set by SensiSoccer 
but there's room for another footy 
game to happily exist alongside. 
With any luck Manchester United 
Premier League Champions will he 
that game. 


NEW MEMBERS DISCOUNT - EXTRA £2.00 OFF 

New members deduct £2.00 from any one item ordered as you join. <OHer expires so.9.93) 


SEGA MEGADRIVES 


SEGA MEGADRIVE 2 + SONI 
TWO SEGA JOYPADS 


109.99 


SEGA MEGADRIVE WITH SONIC 1 & 2 

TWO SEGA JOYPADS 


SEGA MEGADRIVE + 4 GAMES 
TWO SEGA JOYPADS 129.99 
SONIC THE HEDGEHOG, REVENGE OF 
SHIN06I, STREETS OF RAGE & GOLDEN AXE 


•-- SUB 2*.« 

ALU Klpp m ENCHANTED 

unu 14 *y 

alien 3....^.,. J?w 

AulEN 5T0HM .. 1*W 

MOTHER WORLD 2S-« 

WML ,„.r,,r -lE-^a 

I OA — St*fl 

SAlL JACKS ..., uiu .u... JTjW 

3ATMAN RETURNS Z5« 

3 A TT LET DADS 31 M 

iuBSV BOBCAT »« 

mutvttuuiRt- »» 

-aptain AMHKA AM 

CMMAM ._,. k i. u . ulu . u .uJrtUH< 
ZiHUC*; ROCK . ... ??99 

IMUC* ROCK i 30 99 

ZOLLEOE FOOTBALL . 3&« 
;DUIMN9i 

couiHwii j.-m^,- as « 

CMLtHT,,,,, 

mbpo hatbh «... ,»JH 

: ■ BOHQ JUB-TtC E t?M 

:AVS CUP TENNIS . SDW 

I = 5ERT STRIKE 23 K 

DONALD DUCK - 

3UACK5VMOT 23 99 

DOWLG CLUTCH ZT.» 

HUtU MASON 

MACULA..— « ,.SU*>* 

agouti pww ........ .av.-n 

= I Z 0 (DOLPHINJ , .23 39 

EURO CLUB FOOTBALL 23 39 
f' S STHurfE EAQLE 2 . ..MM 
naPHTlftdFti:-' ^uirt 

fatal rirv ..m ,,1MI 

FATAL LA BYfUMIH 16.39 

r ^E SHARK IB.B9 

C _ASHBACK 35.39 

-_iVTS TONES 30.99 

c 0RUULAOHE RAC^S 14.93 

LENERAL DHADB 35.99 

>-*0ULS N GHOSTS I H Ml 
GLOBAL GLADIATOns 3^99 
IPLDE^ASCE 'G99 

LOlDEN AXE 3 30.99 

SRANOSLAM TENNIS .30.99 
LuwSTAfl HEROES . ..30.49 


GY^OUG . .. 
HARDBALL 3 
HAUNTING . 

HOW ,„n,r- 

irHOIANA jr>wFf; 


I all! 1 1^ i(rJ 

2*» 

34.99 

30 99 

. .. MM 


■iHlNOfll J ! RETURN OF THE 
ISHJA MASTER! 2p.*t 

SIDE. POCK1T. 77 M 

BOMC 2 ... u . u . u ...7B99 

SPEEDBALL 1 tUM 


JACK NJCKIAIP? PQwFP 
CHALLENGE GOLF ... .29 99 

JAME S POND 3= .35 99 

JOHN MADDEN S3 . .. .29.99 
JOHN uAODEn AHC Ea ICE 

HOCKEY MM 

JUNGLE S^PiKE 3^99 

JUflAS&K PARK 35.99 

rtlNOOF THE MOHSTEHS 23 99 

lFMMINOS 29.99 

LOTUS "gRftC CMALLJHCE2B.69 
unjnmnj ,,. MM 

VEGA-LO-HANlA .35.fl 

MERCS ...... u ,!(■ 99 

MICKEY AND DONALD. ..29.91 
WlCKEV VOD&E & 39 

micro wacmines 27.39 

mic.. 3'+ fighter pilot sum 
yyiiNWAi kf R i-. jj 

MORTAL KOHftAT . .40. M 
UUHAMNAD AL UUHWi :i* UU 
WTAN r LEAS U! F0CTBl..L»9<» 

NHL ICE HOCKEY 2T.R9 

NHL ICE HOCKEY 'S3 , ..2 1 .99 
OLYMPIC GOLD 

OUTflimaoiA 31.99 

KUOOLPl 2fl.flfl 

POPULOUS Ifi.tt 

POPULOUS 2 3*. 99 

pgWEHMONQER 3S.B9 

KAMfrO 3 ifi-99 

RANGCR-X ...M.afl 

REVENGi WSHINC-Bl lli.uu 

ROAD RASH ..„3fctt 

RDAORASHV .2Sl.ua 

ROBOCDO ..... 

ROCKET KMIQHT 

ADVENTURES H.99 

R0\0 TO THE RESCUE 24.00 

HUGftY 2 -...JO 90 

SENNA SUPER MONACO 29 4f 
SHADOW OF T>IE SE*ST ? ?N MH 
[■ ■■IB FORCE M 99 


.IE. 99 
.20.93 

.21. N 

.'9.99 


3A 99 

19.99 
35.99 


SPIDERMAN 

STIEL TALONS 

STRUTS CP RAGE 
STREETS OF RAGE 2 

3TRDER 

STRfitR 2 35.93 

SLIMMEA CHALLENGE ..20.99 
SUNSET MB 
SUPEA *4ANG ON 
SUPER :.1FF 
SUPER OFF ROAD RACER 

SUPERMAN 

SWORD OF \i ERMILL<iN2B.33 

TALESPIN 2B.13 

I A/MANIA . 20.00 

TKlNiQ CLASH 35.40 

TECHO CUPSOCCtR ..34.H 
TEENAGE MUTANT HERO 

TURTLES M.99 

TERIdlNATDR 2S.99 

TERUlNATOH 2 25.99 

I h S - !>r. vt 2 . 2Q.9D 

IMUNDERFCRCE 4 . . 20.00 
TINTTOOWt 11 „ 11 „„ 1 .„.J0.0fl 
TOE JAM AND EARL . . 73 99 

TOKi m.99 

THANCER BANKER . .. 25.99 

TURBO OUTRUN ....1S.99 

IIIMRlCAN JflJTfl 

ULTMATL SOCCIR ■ »« 

Yl'ARPSPEED Z&M 

^ ' VBLEDON TEV^iS 3C 99 

WMTER GAMES IT. BO 

WlZIlE H LIZZIE JHJN 

WONDERBOY IN MONSTER 
WORLD 

world class 

LtAUtPBUAAO 

WORLD CUP ITAUA 90 

WRESTLE WAR 

WMF WRESTLE UAhiA. 

X-MEN 

SHOWING 


1699 
1559 
.21 55 
29 55 

M 


MEGADRIVE XTRAS 

LotfKJOY SO PROPAD |WITH BLOW MOTION 
AMD TWD SPEED AUTO-FIRE) 1799 


" JRSO * RAPID FIRE JOYPAD FDR 
WEGADRIVE IWITH AUTOFIHE B SLOW 
NOTlONl „„,„.,,..,., 


ft 90 


= A ~EK UEGAM ASTER 1 1 JC" S r ^ k wi i h 
A^fOPIRt.SLOrt MpTlOH AND 6 FOOT 
IaBlE |MICROSWITCHED| Z1J» 

SafTIk wcgApaD a yWYH AUTOFIRE slow 

NOTION AND $ FOOT CABLE 1 1 J» 

9UNCDM CYBERPAD. PROGRAUNAHLL 
JOYPAD. CANNOLDtwO PRlSETMOMESlN 
■BJORY ACQUIRES 1 K AAA SIZE BATTERY 
SC-T INCLUDED^ 1*95 

■or* i in ft l fad for u ecadrive to 

: - . . PS CW6033 MK 2 MONITOR T99 

-i-Z ART LEAD FOR MEGADRlY E COWNE^ Ty. 

~ ■ T1LEVISIDN WITH SCahi inpijI 

$IVC$ MONITOR I'JUAl Tv PiCTUREh ...9.99 

ACTION REPLAY PRO" CARTRIDGE FOR 
■E^AOAnJE ^ ALLOWS CHEAT CODES TO SE 
EVTEHED TO GAVE FOR INFINITE LIYES. 
CRIDlTI fTC.L, 42.99 

^JLriE GEW£ FOR WECADRtvE |GAUEB 
i-.-i'vIER. ALLOWS CHEAT CODES TOM 
tSiTERED FOH INFINITE HVfS -f'REOlYS 
: r l BOOK OF CODES INCLUDEDl 30.99 


MEGA CD + 
7 GAMES 

249.99 


MEGA CD GAMES 


AFTtRfiftfiHER 3 

BLACn -OLE ASSAULT 

DHUOK ROCK 

DRACULA ....... ...... .. L .. n .r.. r ... 

PINAL HINT « m . 

HOOK _ 

JAGUAR A J 220 ~. 

MUSIC VIDEO 1 : MARKY MARK 

MUSIC VIDEO 2. If+SS 

NUSC VIDEO : C 1 C HUS»C PiCTOW 

MUSIC VIDEO K.RI9S KRCSS 

NIGHT TRAP |2 CDSl RATED 13 

YEARS OR OVER 

PR|hir:h : ii yf- " :iia 

ROAD AVENGER 

ROBO ALCSTt .,„,,.,...,,- 

SErttR shark. 

SHERLOC '^OUMt 

TRM GAL _._ 

WOLF CHILD 

WONDER DOG 


.3-1. H 
... Jl.» 

31« 

31 9S 

31 90- 

»» 

31 « 

... .31 9* 

J1» 

. 31 95 

.. -3**» 
3& 35 

.. .31.99 

31-1* 

42.99 

31 .99 

31 .99 

31 .H 


CALL NOW FOR OUR FREE 12 PAGE CATALOGUE 


SEGA GAME GEAR + COLUMNS GAME 
FREE MAINS ADAPTOR OO 
FREE BLACK CARRY BAG § 


SEGA GAME GEAR + COLUMNS + SONIC 
FREE MAINS ADAPTOR OO OO 
-REE BLACK CARRY BAG F • . 


GG GAMES 

i_EEN 3 _ .22.99 

I -^KK HOC* 2" SON OP 



zoujmm 13.39 

OTttTAL WARRIORS IE.99 
3I'1LI5H 13,99 

f ico the dolphin ..olh 

. -Z SAL GLADIATORS ■ W C 

k UACj .. 24.99 

PARANA .lftN(fi :i .22.00 


JAMES BOND007 ... 
JOE MOHTAMA^U.S.J 

FOOTBALL 

JURASSC PARK .. ... 

LEADER BOARD 

LEMMlhlCS 

MICKEV MOUSE 2 ... 
PRINCE OF PERSIA .. 
ROAD HUNNMJ ,\v . v 

CO^OTEi 

SENNA SUPER 
MONACO ........ 

SHWOff? „ 


; i ?y 

.19.99 
I I W 
19 M 

. 22. AO 
24 59 
22 99 

1. 
24 55 


aoNtc z ..ass 

SONIC THE HECGEHOG22.4B 

SPIDERMAH 22 99 

STOIIT* Of RACE. .. .1 0.M 
STREETS OF ftAOE 2 . ..2L39 
SUPER MONACO GF ...IA.99 
EVER OP* ROAD 

RACE* 22.69 

TAZMANIA 22.39 

TENGEN WORLD CUP 

SOCCER - ,.24-H 

WRMBLEDON TE S S iS ..22 03 
WORE GAMES AVAILABLE 


NINTENDO SUPER NES 


SUPER NES + MARIO ALL STARS 

WITH MARIO 1 ,2 4 3 PLUS LO 
ONE JOY PAD 


LEVELS 

109.99 



SUPER NES + STAR WING 

WITH STARWING GAME |AO OO 
ONE JOYPAD T»* ¥ 


ADOAMS FAMILY 36.33 

AODAMS FAMILY Z - PUG&Ll Y'S 

SCAVENGER HUNT -ft W 

AGuRl 5UZUKJ F1 RACING M 99 

AUCN 3 « *9 

AMAimti if KMlfi 39.99 

ANOTHER WOULD ■ S6 33 

ASTERIK ..,,„„. ■■ 

AKELAY - 

(LQ B mHmmtmm. 

htvahaeturns 

■)*• " 1 llcla^h iscope a game'i 


MM 
:ih u ■ 
:J9 99 
.39.99 
.32.49 

BEST DF BES" CHAUPKJ^'^HlP KARATE ^0.09 


BLUER BROTHERS 
figefiV BOBCAT .. 
^MtSSMASTER . . 
CYBENATOH 
UEBERTfiTIHK„£ 

EXHAUST HEAT 

F2ERD _ 

GODS 


:ih 00 
32 99 

_._ M 99 

39.99 

M.99 

i .37.00 

,. „3iH0 

..44.H 

ihTERhATTDNAL TENNIS TOUR .. .. Al 99 
JIMMY CONNORS' PRO TENNIS TOUR 3TA9 

JOE A MAC - CA VEMAN MHJA - 42.99 

JOHN MiDDEN 34.99 

JURASShC PARK (DUE OCTOBER, .. ..35.00 

KICK OFF ..-..IMt 

HHG ARTHUR'S WORLD . .. .. ... -3* H!l 

KRUSTY'S FUN HOUSE SS.M 

LEMMINGS .. U ..4M§ 

LOSTvittlNCS 32 99 

MAOfC SWORO 44.99 

U^HIO ALL STARS 44B9 

W.fifliO AND V*A» O 00 

V 4^ 0 PAJPTT WTTN MOlflH „ 00 
W C «; = •' 5 MAG -I * L OUtti MM 

MORTAL JtOMBAT 44 99 

wrSTIC QUEST _._ 33 99 

NHLPA 93-lCl HOC KEY M 55 

NIBEL MANSELLS. -MM 

ON THE BALL u -STJt 

PEBBLE BEACH GOLF *0 W 

p<;atd«rqolf sew 

PS.OT WINDS u. U u....,,JItt 

SNES XTRAS 

QLilCKJOY SN PF*OP*0 FOR 

5UPFH NE5 | WITH BLOW MOTION AND 

TWO SPEED AUTOFIRth 13J.W 

SAITEK MEGAMASTER * JOYSTICK 
FOR SUPER NES WITH AU^OFlRE. 
SLOW MOTION 4 R FOOT CABLE 2' 9U 

NINTENDO SCOPf MASTER JOTffiTICK 
WITH SLOW MOTlOM AND TWO SPFFD 
AUTDF1HE 37.951 

OUICKJOY SW PHOQHAWMABLE 
JQY5TICK WITH ALPTOf IflE A NO SLOW 
MOTION 37.» 

PHASE 9 OBLlTERATDfl WITH 
AUTOFIRE <TWP S^EEDI AND SLOW 
MOTION 13.W 


pop m TrtiMuei - 

POWERMOHGEfl 

PRlhlCE OF PERSIA 

ROAD RUNNER lLOONEY TUNE&I 

Hi CUT — 

5PIDLRMAN AND X MAn .. 

FTARWWG 

STREETFIGNTEP 2 r 

STRIKER i 

SUPER 0HOUL3 AND GHOST* 

$UPFR COAL 

SUPER JAMES POND - 

SUPER MARIO KANT 

SUPER MARIO WORLD 

SUPER NBA BASKETBALL 

yijPt II t: t F ROAD RAC ER 

SUPER PANG 

SUPER PARUCJlOftS 

SUPER PROBOTE010R 

SUPER PUTTY 

SUPER R TYPE .„.,,-, 

SUPER SMASH TV 

SUPiR SOCCER 

SUPER SI'AR WARS 

SUFER STRlKf EA<LLE 

SUPER SWY 

SUPER TENNIS ■■ 

SUPER WW "WHESTLEMANlA 

TAZMANIA 

TESTDRIVE 2 

tv-if lHatA AQVENTURE5 

BUSTER 1UST9 LOOSE 

'DMANDjriHHV 

T RDDOLEHS ....«....«.«.»» 

ULTRAMAN „...r,..« 

UNSOUADRDN 

VFOAS STAKES 

WAHPS^fEO - 

WING COMtAAHOifl - - 

WORLD CLASS RU<ilY ,„ 

kMORLD LEAGUE BASK | " ll.U I 

IVWF ROYAL RUMBLE 

lELDA J- LINK TO THE PAST .. 


.33.39 
.42.99 
.40.09 
,46.SS 
.32*9 
.39.39 
.33.39 
.5^.93 
JO.Oj 
.52.49 
Jl. ^ 
}) ■*-> 
.32.^3 
lft O-i 
■I" MM 

.JJJ 99 

Hi. 
.4(3.99 
3 5 99 
.41.^0 
02.40 
'.US MO 
32 i9 
10 94 
..41.99 
.15.99 
.12.49 
.30.00 
44 00 
I! A» 

..35.99 


. 14.49 
. l ? 00 
4£ 00 

i-i yy 
. « 59 

^3,95 


SCART LFAD FOR 5UPLH NLS TO TV 
V<*)TH SiCAHl INPUT .'GIVES MO+JITOR 
DUALITY WCTUHE) 9.B9) 

PACK Of TNREE SUPER NES PLASTIC 
PROTECTOR CASES FOH 
CARTRIDGES PROTECTS 
CARTR DGES FHOM MOlSTUPE A NO 
OUST (COLOUflS MAY YARY| 5.M9 

GAME GENIE FOR SUPFR NIHTFN DO 
• C-AMFS FNHANCER ALLOWS CHEAT 
CODES TO SE ENTERED FOR IHFWITE 
LIVES. CREDITS ETC. -BOOK Of COOES 
INCLUDED'! .«...—— 37.99 

NINTENDO STEREO AUDIOVISUAL 
LEAD FOR SUPER NES i INCLUDES 
SCART.EUFtO RED'TELLOW.IAIHITE 
PHONO STEREO * VIDEO LEAD] . ..S.M 


OEfAILS OH 0TH« CONSOLE HAIDWARt AND KRIHIEIRU CALL 
HOW FOR 9111 FIEt 12 FACE C»f LL0CUE 

0279 600204 


GAMEBOY 


GAMEBOY +TETRIS 

WITH TETRIS GAME 
TWO PLAYER LEAD 
STEREO HEADPHONES, BATTERIES 
FREE KOMIX GB HOLSTER 


49.99 


GAMEBOY 

WITH NO EXTRAS 

FREE KQ NIX GB HOLSTER 


39.99 


GAMEBOY GAMES 

ALFRED CHICKEN .. ... .24.99 

ALIEN 3 ...MM 

ALLEYWAY .«1UH 

ASTEfllJf 24.99 

ASTEROIDS .14SS 

BALLOON KlQ 10.99 

BATTLE OF OLYMPUS 22.99 
BATTLETDADS . .. . .3099 
Ull I AHOTEDS 

EXCELLENT AJW Ii.99 

BIONIC COHUAripO -W.-W 
BLUES BROTHERS . .29.99 
BC J _DER OA.SH 21. *9 

castlevama } 24. n 

DR. FRANKEN 2 ..23.49 

OR. MARIO TB 99 

dt«a blaster ...io.h 

FU n|RE STRIKES 

BACK au.M 

FID STRIKE SAOLE ..22.09 

PTJHfTSTONES 29.99 

GOLF 17.99 

JACK NlCKLAUS OOLFJO-M 
JIMUV CQNNORS PftO 

TENNIS TOUR 29.99 

JURASSIC PARK lOUt 
OtT&MR> 22.M 


KID DRACULA 21.99 

KlQ ICARUS 19.99 

KIHBV 3 UHtAM I AND I 0.09 
KRUSTY5 FUM HOUSE 20.99 
KUNG ^U MASTER I 9 99 

LCMMNUS J1.» 

LOONEV TUNES 24.99 

MARBLE MADNESS 2U MH 
MARIO ANOYC-SHI .10.00 

MCDONALD LAND 23 99 

MEGA MAN 2 19-M 

MIACEHAftV FORCE 21 .49 

METROID 2 '2 99 

MICKE Y MOVH S0 M 

MICKEY'S DANC EHOL'S 
CHASE . . -'li NM 

MMFSIS* li.Bfl 

Ph NTENOO WORLD CUP 
19.99 

Of HELLO .™......r,™...1lW 

PARQfJHU» 24.99 

PINBALL DPEAMS . .23 99 

POPULOUS J3 M 

PRINCE OF PERSIA .. ».99 

PROB43TECTOR JAN 

OK .. I&W 

P Tf Pf .jut 

RAOAft MISSION 1B.99 

PAGING PEGHTEH .. .. n W 


ROSMRtOOO - 20.99 

RODLAND 22.99 

SIDE POCK.ET ..........ItJt 

SOL AM $TRIteeH 12.99 

SPEEDBALL 2 .22.99 

SP4DERMAN 2 .. . rj 

STAR TUCK „, .24.99 

STAR WARS 11 99 

SUPER MARIO LANp V* 1*0 
SUPFR MARIO LAND 224,98 
SUPER OFF ROAD RACE P 
23- 99 

'iLIPFri n, : : PRO. AM . ii 49 

TALESPIN MS* 

TENHAS 1**5 

TERMINATOR 2 14 W 

TERMINATOR 2 ■ TH£ 

APCAI3E SAME 23.54 

TINY TOON AOV 20 » 

TIP OFF .. MM 

irjP MANKIND TFMS»S 19.99 

TURRICAN IS95 

UNIVERSAL SOLOItR 19SS 
WWF SUPERSTARS 2 a.» 

KfNOfO 15.49 

V..-5HI 3 COOKIE . .. .19 99 
2 EN INTEHGALACTIC 

NIMJUL 21.99 

MORE DAMES AVAILABLE 


We only euptl V glncvl UK prodjcts Olhcal sjuksts iH MainQ c^p« 
Wn-sel gair-^t -and \n^T\\i\itfi&6 &i B^JJiriazing prvn-HR tor M^g^drrwB Maslar Syslem. Gurrt G*0". Sup*rNES Oprnflborp- NES. 
Lyme, Arng/i. Aun ST. PC . CD ROM flfHl Applq Mac And "ab sal T~shi1= aniJ cvddly h^O' 
Sp*CMkl Rmutvi Club Shr>p Al The Mnllln[|i. SawbrHjgow4rih>. H*r1* Opf n to 7pm Weekday* «r>d 1d 5pm Saflurrfty*- 



Special fl&i&u& m&tti&il &m 

READ NRG Regular Club Magaiine 
7 CHOOSE from our Huge Selection 

BUY at Best Possible Prices 
* SAVE with our Special Deals 
i SAVE more with our XS Coupons 

WIN £40.000 worth of prizes FREE 
JOIN now from just £4.99 

We only supply members out ycnj car order as you Join 

There's no oblicjalim to buy arm you can be any age. 
Just send in the form below or phone S . « 0279 600204 

As b member c?1 Soocial Reserve- you'll reoefve- regular issuSS Of 
WRO maijBanB. NRG is Our 48 pacjfi devour club magajine ssn? bi- 
mommy rtnly to Spficial Resale rr*iT**r*. NRG contalna: 

1 . Tr»e best selection of gamfis peripherals ano ha^d^are lor all 
pGVUlar formats. We arB Olf iO»al S*ge . W In! an do and Sony stockisls. 
Reviews i'i colour and lalest irlormation -on new product 

3. Charts and ReleasB Schedule. 10 help you choose and plan 

4. The be5J p*KiBi Just one purchase will save you your joining IWr 

5. Huh**<JS ot Specal Ottets. Top games at price* you won't bslievB 

6. XS Super Saveis MonovOlf toupom worm twar £180 a year 
■'. £60.000 worth 01 prizes per year in our FREE-tO"*htei- BIC 
TARGET COMPETITIONS Thai s C1Q.DQ0 worth in ever^ 1 .ssue or 
NRG. eKClusi^e io members-. 

Thoit why am 1W),0M p»ple have lolncd Special 
Reserve. Iha btggeil famn cM In the Worldf 

0279 600204 

Sum k> AfKft W**k4py*, tam ta Sfim SjhirdEiT. 19iipI#S<W Su-vdAy 

ICwn to 5pm Ba'ik Ho^yB Q ^ »w 'X^orHTi rrrjl n a'fl k n p< sort ^ bv6«V ij^Oi?- 

THERE IS A SUflCHAftOt QF $TJfi PER GAME ON T LlEPmOnED OPC€^S 

You can also Fax your order t-p us on; 0279 726842 

W* prrio Ddrsirrt* W Our erTiir-wHJs sofvcfl. ( I B cuitomor sorwte- Hues.) 
InflvrmUy scmn gamss ►a'.^J irtjy ncn yni t* A'.vEiaL^le. Pi caw phare saksa ctI 
0279 Kfl?04 lo dhock avaiab^ilv LrlOre '."focrq In Ihe warn ct dolay wa issue- 
rclunds On requ4#1 B> *ny him pnar to dosuafch. We re&erve Ihe r cp\ In rnnn^n- 
phceB rtrhgut pnor nalrltcalur E A D.E. 

HMislnrnc OHkx A Ckitt Shop lnl»r-htoduilH Lid 2 Soulh Bin*.. T*tf Mailing. 
SawbfidjewOrtfi. Wer» CMS I SPC- 

Ml Or p»S *>CW» VAT ard carnage Id UK ^OH^afHi 564 bBW Ol ord«r farm far 
HBisui 5urcharQS€ V)9 «Mi>pry rurdmL'a- only Id UK rtnairlflrvd &Mtqb&Q8 

MIM&EISHIF FEES B MONTHS OMI TEH TWO f Ull 

"BIAL ANNUAL aVIIH FREE 

MfHWIISHIP MEWH-EHSNIP HAID MNOfff 

UK MEMBERS 4,99 7.9? 14.99 

Q-VtfiSMS EC HmM o M 10.00 

L>V!RSfaS WQCLDMEMBEH-S 00 I1W 34.00 

""'^"ili Ni.T i~^1F iTb"^ bu" ¥QU C*h OPOER AS Y£*J JCJtN 
TMEPE IS k SURCKWR9E OF sea PER GAME Oh TELEPHONED- OBOE R5 
|PLE ASE PRINT IN BLOCK C APrTALS-J Wfl fj-p 


NAiTie 


ArJ^rrjiS. 



Prtone Machine 

Enler membeohip number rtf applicaWeji Of 
NFW MFMHERSHiF ^tE I ANNUAL UK 7,991 


Hem 


it&nri 


rtem 


nam 



ALL PRICES INCLUDE UK POSTAGE * VAT 


Cheque O . | Ax«9^asl£^rd. |, SwtctvVisa (Swhch l$$u« No 


Sigraturs. 


i 
I 

I 

I Card 
Cheques pav aHe t-D - 

SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

| OvffrtMt Oitferj Surcharga (EC or WGrM); Sffrtwira of ders 
please add £2.00 per Hem. Non-software Hems please add 
I 25%. Hardware Hems supplied 1o UK main land only 


Overseas orders rnu^r be pxidby credit card. 


n -SAflf FIRST \ 


WORK IN PROGRESS 


GULP 


ICE 



* ■ ■ ■ • 

* * * 


^1 • • _* *•* 


■ 


jf"^" JMany J nd strange are 
BW^Jthe universes that 

■ ' ■ drift like bubbles in 
the foam upon the River of Time. 
Some ■ a very few - move Against or 
thwart its currents; and fewer still are 
those that lie forever beyond its 
reach, knowing nothing of the future 
or the past/' 

Arthur C Clarke always did have a 
special way of telling you something 
without you really knowing what he 
was on about, but after reading the 
slightly surreal Sci-Fi plot for this lat- 
est project from ICE it seemed fairly 
apt to use a quote that referred to 
both universes and currents. 

Disaster has beset the Earth and 
our civilisation is thrown into turmoil 
as sea levels rise over the planet. In a 
galaxy far, far away r our distress call 
is heard. An advanced race of beings 
mount a rescue mission, using their 
advanced technology to prepare 
themselves for the journey and the 
task that lies ahead of them. They 
travel the void of space and time to 
reach the Earth in its dying days. 
There's only one problem - this race 
are fish- like and they're very small. 


All sounded quite moody until I 
mentioned fish, didn't it? The fish 
basically made a mistake and now 
face the problem of getting back to 
their mother ship and changing 
themselves to a more useful size, 
Your job is to guide the team of 
twenty fish through the strange sur- 
roundings of planet Earth to reach 
the rendezvous point, To do this the 
fish will need to overcome various 
problems with only their morpfiing 
abilities to help them - the f ish being 
able to take on the form and 
attributes of handy objects such as 
drills, hammers, etc. The fish can also 
be exploded, thrown, flattened and 
generally abused however you fancy. 

The game is played over approxi- 
mately SO levels falling within six 
themes; undersea caves, a mad sci- 
entist's laboratory, a toy and sports 
shop, a futuristic city r a mutant 
kitchen and an underground alien 
cavern. The program has over five 
Mb of graphics and over two Mb of 
sound which is always encouraging 
to know so keep and ear and a {fish) 
eye open for this one when it 
appears in the very near future. 
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SURF NINJA 

KIDS 

Flair Software 



o 


kay kids, think of the most 
unlikely partnership of skills 
and put them together and 
- shazam! - you have surfing Ninjas, 
who are making their way to your 
cinema and computer screens as we 
talk 

This is the licensed game of the 
film of the same name from New 
Line Cinema (the people that 
brought you the Ninja Turtle movies) 
and centres around the activities of 
two brothers who have been 
brought frurn their home island in 
the South China seas to live in Cali- 
fornia, One of the brothers, Johnny 
McQuinn (very Chinese sounding, 
don't you think7) is in fact the heir 
to the Patu-San throne and, though 
he has become accustomed to the 
Calif ornian way of life with his fel- 
low dudes, he is destined to return 
to his homeland as king. 

This seems like a good point in 
the plot to introduce some trouble 
so here come a band of Tiger Ninjas 
(amazing what they can teach ani- 
mals to do these days r isn't it7) who 
have been sent to stop Johnny's 


return and basically cause more 
trouble than a travelling trouble 
maker from Tibet who's just been on 
a two week trouble- making training 
course - and came top. 

So what does this all boil down to 
in terms of gameplay? Well, it looks 
a lot like fighting games did before 
the likes of Streetfighter 2 changed 
the 'accepted norm' - i.e. Double 
Dragon, Kung Fu, Exploding Fist 2 - 
with the 'distanced side view' and 
fights galore. There are also "adven- 
ture' aspects of the game with 
objects to be collected and used as 
you surf, kick and punch your way 
from the Calif ornian beaches to the 
shores of Patu-San. 

You'll need to solve the mysteries 
of the Caves of Kwantzu, explore the 
village of Mce-Qrob and free the 
captives from the dungeons of Sri- 
Wan, As if that wasn't enough, you 
will eventually have to defeat 
Colonel Chi and his Ninja fighters to 
claim the crown. It all sounds jolly 
strange to me, but you can be sure 
that we'll tell you more as we know 
it. Wipe out. Yes, 


WORK I 


PROGRESS 



LAMBORGHINI 
AMERICAN 
CHALLENGE 

Titus Software 



5 a child - only a few years 
M wk a 9° ~ ' seem to re member 
i^r^^fc being very excited by the 
chuckle-inducing 'action* film The 
Cannonball Run. On a fairly regular 
basis I would sit cross-legged in front 
of the TV with a friend watching Burt 
do his stuff with the rest of the star- 
studded cast, I think that it was the 
thought of steaming around ordi- 
nary streets at extreme iy stupid 
speeds that got me excited, but then 
again it could" ve been those two cat- 
suited ladies in the red Lamborghini. 
Oh, you remember that bit do you? 
Thought you might. 

Vou may be wondering why I'm 
taking this little pervy trip down 
memory lane r but it was the first 
thing I though of when I got a whiff 
of Titus's latest project - Lamborgh- 
ini American Challenge. 

Vou see this puts you at the wheel 
of a Lamborghini Diablo as you hur- 
tle through the illegal world of Sat- 


urday night racing. Sixty routes 
crossing American highways will be 
the unfortunate venue for your 
organised crime as you burn, churn 
and er..- fern (That's a tree - Ed J your 
way from the fourth division of the 
league to the top of the first. 

To achieve this, however, you'll 
not only need Mansell-like driving 
skills but Maxwell -I ike money man- 
aging skills as each race has an 
entrance fee which increases as you 
progress through the difficulty lev- 
els. Money is also going to be pret- 
ty important if you are entertaining 
the thought of upgrading your car 
with the many toys on offer - and, 
believe me, if you want any chance 
of beating the twenty computer-con- 
trolled opponents whilst avoiding 
the police you're going to need to 
make full use of the turbo -boosts, 
snow tyres, radar detector, etc., on 
offer. 

Vroom vroorn, toot toot, as Mike 
to say as a little end joke. Now, 
where did I put that old video? 
Phwoar! 
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KINGMAKER 


US Gold 




istory, history, history! That's 
all that games seem to fea- 
ture these days. Whatever 
happened to "It's 2156AD and rising 
from the ashes of the holocaust..,," or 
J 'As Squidgy the plop monster collect 
the four pieces of the broken,,,,,"? 
You can't buy a game now without 
getting 120 pages of history thrown 
In for good measure it would seem, 
Within the space of a couple of 
! months I've been to the 1 4th Centu- 
\ ry„ 1869 and now I'm about to get 
: dragged kicking and screaming into 
\ the 15th century to get knocked 
i about in the War of the Roses. 

As a strategy board game King- 
maker has sold hundreds of thou- 
j sands of copies since it was released 
; almost 20 years ago. The game offers 
an abstract recreation of the chaos, 


war and intrigue that epitomised the 
period of the 'War of the Roses 1 with 
the player's objective being to con- 
trol the last surviving royal piece, thus 
becoming the undisputed King of 
England, 

The player controls a faction of 
nobles representing actual historical 
personalities from the period with the 
game reflecting the changes in 
strength of the factions as they are 
decimated by battles, plagues and 
failed random attempts or honours 
are bestowed upon individual nobles 
and their troops and castles. 

The game version boasts a high 
level of computer r opponent intelli- 
gence accompanied by digitised 
graphics and cinematic action 
sequences - benefits only the com- 
puter can offer. Another important 
aim of the game is to make it acces- 
sible to novice strategy game players 
by use of the 'chronicle 11 system which 
will prompt players at key points in 
the game with strategy and tactics. 

The boardgame has obviously 
been very popular over the years and 
US Gold are hoping that this version 
will attract new players. Only time will 
tell... 
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FEATURE 


Where we lead with Work In Progresses, 
others follow. And then we lead again 
when things go wrong. For the definitive 
guide to Another couple of long lost Amiga 
games, join Simon Byron as he shouts out.. 




Way back m February we 
unveiled Ambermoon to an 
astounded Amiga audience 
who began bombarding us with calls 
and Question* regarding the game's 
release. "Easter/' we replied, not 
knowing the amount of egg would 
end up on our faces when the game 
never materialised. It's not our fault; 
honest - blame Erik Simon, Juris 
Horneman and Karsten Koper r three 
of Amber moon's design and pro- 
gramming team, "They're the ones to 
ask. 

Seeing as though you don't have 
their phone number, we've decided 
to do the asking for you, So then r 
Jurie, just why has Ambermoon 
taken so long? "After Amberstar was 
finished, back in February 1992, the 
entire team sat down together and 
planned what we'd do in Amberstar 
2 (as it was called then)/" replies 
June. 

,J We made a long list of new fea- 
tures and changes and r after having 
practically redesigned the original 
game, we said to our manager 'We'll 
have it ready by Easter / And he said: 



A + t 

JLs "Ail 



'Oh, dqn't hurry - take until August/ 
Brilliant we thought - we've got one 
and a half years, so we happily start- 
ed working on the most amazing 
RPG ever. 

Then the word from above came 
'Er, we thought you meant August 
1992, guys! The game's got to be in 
the shops by Christmas!" So we sat 
down again and thought of smallish 
changes (like a real-time texture- 
mapping dungeon) we could make 
to the original Amberstar system so 
it could be ready by Christmas 1992, 
and set about working on what was ^j** r 
then called Amberstar 1 .5. 

"When we came to convert 
Ambermoon from the Atari ST to the 
Amiga, we found that it had to be 
virtually rewritten and not just port- 
ed across as we'd hoped. The com- 
bat screen took longer than expect- 
ed, the texture- mapped dungeon than they anticipated- "Not harder, 
took longer than expected, changing just longer/' offers Jurie. "Mastering 
the editors took longer than expect- the Amiga with its complex operat- 
ed... but we discovered neat things ing system and custom hardware 
we could do if we just changed a lit- took a Jot less time and effort than I 
tic bit here and there... expected although some of rtiy tol- 

"Suddenly it was March 1 993 and leagues, who remember my grateful 



s. . 


the end of Amber- 
moon still wasn't in 
sight. We sat down 
and tried to estimate 
how long it was going 
to take, and this time 
we said r Okay r August 
1993. Ready, Honest- 
ly. r And we will prob- 
ably make that. Give 
or take a month. IJ 

Erik chips in here 
with some swear- 
words: "It seems to 
that we didn't 


M A m be r m oon 
contains more 
code than the 
Atari ST operat- 
ing system - 
and that's all 
hand typed." 

Jurie Horneman, 
Ambermoon r s 
programmer. 


me 


reaction to the un ex- 
plainable bugs caused 
by incorrect use of the 
Glitter and what I did 
to the office doors and 
walls, may have a dif- 
ferent opinion. But 
what do they know? 
"Looking back, few 
routines were really 
hard. However! at the 
stage where we are 
now, the program con- 
tains more code than 
the Atari ST operating 
fully realise what a bloody huge pro- system - and that's all hand typed, 
ject we were creating until a few The separate parts of an RPG are usu- 
weeks ago when we counted the ally easy to program ■ it's the stick- 
data. It was weird discovering that ing it together that's the hard part." 
we'd managed to create an RPG the So how has the* game changed 
size of which you usually see on the over the months? "Every part of the 
PC, programmed by teams five times game has been redesigned as we 
as large as ours. And on top of that went along/' continues Jurie, 
there are all the nagging journos "because it's usually only during the 
who keep asking us why Amber- actual programming that you can 
moon has taken so long. JJ accurately judge what is possible and 

Blimey All this programming has what isn't." 
certainly been testing the patience Has the game turned out pretty 
of the Ambermoon team, It must much as June originally planned? 
have been a lot harder to program "No, it J s much r much better. We orig- 


inally planned to do a kind of 
upgraded version of Amberstar. Now 
even the game's own mother 
wouldn't recognise it." 

Erik is incredibly confident; about 
Ambermoon's credentials. "Unless 
some monster of an RPG creeps out 
of a dark cave full of mutated devel- 
opers, we should be able to beat all 
known Amiga ki j Gs in size, technique 
{dungeons and fighting screens), 
graphics (170 different walls, over 
350 dungeon objects, 25 or more 
fully animated monsters), sound 
(over 30 tunes, complexity and play- 
ing time)- And due to June's efforts 
to brush up the user interface, it's no 
crappy marketing blah -blah when I 
say that RPG newcomers won't have 
any problems getting into the 
game." 

That's fighting talk where I come 
from, but it seems as If Ambermoon 
has the muscles to reinforce it. I'm 
off, 

RELEASE DATE: SEPTEMBER 1993 (Oh 
really?) 



FEATURE 




Star Trek; The 25th Anniversary 
will be released at the begin- 
ning of the year. Yes, by Febru- 
ary or March 1993 you'll be com- 
manding Kirk, 5 pock 'Bones' and the 
rest of them through eight indepen- 
dent mini adventures. It'll be great. 
What do you mean it's late? Surely 
not another case for tfVhere Are 
You ...? Oh well r here we go again.,. 

Before we discover exactly what's 
gone wrong, let s first explain to 
those who haven't heard of the 
game what all the fuss is about. You 
see, Star Trek was released last year 
on the PC and St received rave 
reviews, even from people who 
hated the TV series and the subse- 
quent films, By combining space 
combat and traditional graphic 
adventuring it catered for all types, 
making it one of the most success- 
ful PC games in recent years. An 
Amiga version has been on the cards 
for some time but nothing has been 
heard since we originally WIPed the 
game back in December 1992. So 
what's up, Spock? 

A bloke called Rusty Bu chert is 
handling the conversion over in the 
States and he has plenty of reasons 



compared the A500 version to the PC 
original. 

"In the beginning, the space com- 
bat was running at three to four 
frames a second which just wasn't 
enjoyable to play. My primary con- 
cern was to make the game as fun to 
play as possible - I didn't want peo- 
ple to think that this was another 
shoddy PC to Amiga conversion. 

"Our development team has been 
working on the Amiga version since 
it was first released. They wrote the 
first debugging tool which wasn't 
coded by Com- 
modore themselves - 
that gives you an 
idea of how well 
they know the sys- 
tem. So now the 3D 
system is running 
very well - typically 
ten or eleven frames 
a second, which is 
impressive when you 
consider the amount 
of maths it has to 
calculate- 

"We haven't used 
A1200 virtually saved the game, as sophisticated shading techniques 
Rusty explains: "Because of the because we're working from digK 
A1 200 we've been able to make the tised models, which look realistic 
game very close to the PC version; enough without having to over^com- 
there r s very little change between plicate matters." 
the two. That was always the ongi- Sound is an important atmo- 
nal idea but when we were well into sphere-generating tool so you need 
the Amiga SOO version we decided someone talented to make things 
that it was running too slow. So work as they should. Cue a surprise 
slow, in fact that we very nearly English guest star, but first Rusty 
canned the whole game. People explains how sonics will work: rj As in 
would have heen upset when they the PC version there will be fully dig> 


for the tortuous delay. 'The project 
was originally started in August of 
last year and I took over in January. 
Another team began working on the 
Amiga version but there were a few 
communication problems and mis- 
calculations on the amount of time 
the conversion would take. They 
were told that the crux of the PC 
original was written in 'C but when 
the adventure part of the game was 
broken down they discovered it was 
actually coded in 880b assembly, 
which blew things out quite a bit. 

"One major prob- 
lem we've had hai 
been getting the 
game up to speed. 
We were originally 
going to write the 
game primarily for 
the Amiga 500 „ but 
that turned out to be 
just not practical. 
We've now decided 
to aim for the Al 200 
and A4000 rr 

The fortuitous and 
surprise arrival of the 



"I didn't want 
people to think 
that this was 
another shoddy 
PC to Amiga 
conversion." 

Rusty Buthert, 
Star Trek: The 25th 
Anniversary's 
programmer. 


tised sounds taken directly from the 
original TV show. The guy who's 
written all the original musk has 
done a fabulous job. I don't know if 
you know him, he's called Allister 
Brimble..."" 

Know him? We practically went to 
school with the lad. Actually that's a 
lie, I've spoken to him twice, on the 
phone and in person at last year's 
ECTS, but that almost makes us 
schoolfriends. Anvway r back to 
Rusty: "Allister came with very high 
recommendations. He worked on the 
Amiga version of Vikings and I was 
so pleased with what he did that I 
asked him to provide the music for 
Star Trek, I'll be suggesting him for a 
lot more of our projects/' 

Rusty ! s enthusiastic about the 
way the game is shaping up. "It's a 
good hybrid between a flight simu- 
lator and a series of full- blown 
graphical adventures. The adventure 
parts are very much like 5 lerra games 
but the puzzles are far more logical. 
Star Trek: The 25th Anniversary will 
appeal to Trekkies, adventurers and 
flight sim people alike " 
RELEASE DATE; SEPTEMBER 1 993 M 
(Yeah, right.) 
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DAVID UPCHURCH 

David is a Hebrew name 
which means 'Beloved 
One', Rubbish - Dave's 
been doing himself no 
favour* this month. We 
thought that him telling 
Simon they couldn't be friends any more 
after the bespectacled-one humiliated him at 
Micro Machines was bad enough, but dur- 
ing a pleasant game of CD32 Pinball Fan- 
tasies he completely ruined the atmos by 
resetting the machine just because he was 
crap. David is 27 

SIMON BYRON 

Another Hebrew name, 
Simon means 'One Who 
Bears'. Obviously that's a 
misprint - what it should 
be is 'One Who Swears'. A 
lot. At David. The two 
blokes with 'editor' in their job title haven't 
exactly been hitting it off of late, with 
pathetic insults like "You for coffee?" and 
"Piece of cake?" (at least that's what they 
sound like) being thrown across the office. 
Fists nearly flew when Dave wouldn't hand 
over any Munchies but Matt and Jenny man- 
aged to calm things down. For the time 
being, at least. 

MATT BROUGHTON 

According to the Bumper 
Book Of Baby Names, 
Matthew means 'Gift Of 
God', although judging by 
some of the pervy Recom- 
mended Compo 8 entries 
we've received from certain females (name- 
ly the 'Who's the best?' question) you would 
have thought that whoever wrote the book 
forget to put "To Women" at the end. We're 
prepared to admit that some girlies may 
fancy Matt but seeing as though he looks 
after the competition entries we're a little 
concerned that a few entries may be fabri- 
cated, After all, do Patsy Kensit and Darmii 
Mi nog Lie really read The One? We think not. 

JENNY ABROOK 

Right chaps r I've got some- 
thing to tell you $o you'd 
better sit down. When yoti 
look up Jennifer in the 
book of names it refers 
you to Guinevere, which 
isn't so attractfve is it? Guinny Abrook. Ha! 
On closer inspection, and travelling via 
Esmerelda, we learn that her name means 
'White Phantom' which, judging by her long r 
flowing blonde locks and the way she keeps 
sneaking out to the Baby Food Shop, is quite 
appropriate, Jenny currently leads in the, 
'Who's best?' stakes. You boys, eh? / 
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Hired Guns 
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THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what the scores 
actually mean? 


0-25 Rubbish. Offensively low quality. 

26-49 Below average. Not acceptable by today's 
standards. 

50-60 Above average. But still plenty of room for 
improvement. 

61-70 Fair to good. Lots of nice points, but in no way 
perfect. 

70-80 Pretty smart. Above accepted standards. 
81 -90 Extremely good. Top notch impressiveness. 
90 + Simply excellent. Breathtaking. 


THE OVERALL SCORE 

Obviously, at the end of the day when all is said and 
Jane, the Overall figure is the best gauge as to whether 
:he game is any good or not. While representative of the 
Moments, it is not an average of the other scores. That's 
why it isn t called THE AVERAGE. 



he time: Two years ago. The 
place: Krisaiis HQ. All the com- 
pany's bigwigs are sitting 
dround a table discussing what their 
next game should be 

"Right lads," says Mr Krisaiis, the 
boss. 'Let's get down to business. 
Oh hang on, here's Ms Tightskirt 
with some tea and biscuits. Help 
yourself r boys r but don't take the 
Hob- Nobs as they're my favourites." 

Ms Tightskirt, a meek secretary 
wearing thick glasses, enters push- 
ing a trolley laden with cups of tea 
and a tray of biscuits, After several 
minutes of clanking teaspoons and 
arguing over the last Jammy Dodger, 
the meeting starts In earnest*,. 

"Now, you all know why you're 
here," continues Mr Krisaiis, "By the 
end of this session I want an idea for 
a top game to be released in Autumn 
1993. Anyone got any suggestions?" 

How about a footy game? They 
always go down well," says one. 

"Mm mm, yeah, a Kick Off 2 beat- 
er/" murmurs another. "With really 
tiny sprites so you could set up tac- 


tical plays. That'd be sensible. In fact, 
you could call it Sensible Soc... rr 

,J No no no!" roars Mr Krisaiis. "It'd 
never sell. I want new ideas!" 

'What about a platform game?" 
somebody pipes up. "You know, 
Some and Mario are very big on the 
consoles. How about doing some- 
thing similar on the Amiga?" 

"The main character could be 
something small, like an ant maybe," 
says another. 'Perhaps he could have 
Ninja skills or something. And come 
from another dimension..." 

"Aaargh! \ am surrounded by 
fools!" screams Mr Krisaiib, going a 
nasty shade of purple. "Can nobody 
here come up with anything fresh 
and exciting?" 

"How about a football game and 
a platform game mixed together?" 
says a low voice from the back of the 
room. AJ1 eyes turn. It's Ms Tightskirt, 

There are cries of "Ridiculous!", 
"Preposterous!" and "Ludicrous!" 
then evryone starts to laugh. Every- 
one, that is, except Mr Krisaiis. 

"Silence!" he booms. "Please con- 



tinue, Ms Tightskirt," 

"Well, you could set the game in 
1994, at the time of World Cup Finals 
in America. The World Cup trophy 
could be stolen by an alien who acxi 
dentally breaks it into five pieces 
which he scatters around the globe. 
The player's job would then be to try 
and reclaim these pieces by guiding 
a little kid through 28 levels of plat- 
forms, using a football to bash the 
nasties he encounters along the way. 
You could call it... Soccer Kid!" 

Mr Krisaiis pauses then rumbles 
"Ms Tightskirt, that is one of the best 
ideas for a game \ have ever heard. 
You are hereby promoted to boss of 
everything. Take an immediate rise 


In the last zone of each world area 
you have to face the inevitable big 
nasty. There's Gareth the rugby play- 
er in England (Wales, surely?), 
PaverellP the opera singer in Italy, the- 
Fpmale Gymnast Assassin in Russia. 
Sarky the Sumo wrestler in Japan and 
Chuck the crazed footballer in 
America- Each has their own special 
attack patterns and they're all mur- 
derously tough, I can tell you. 

in salary to £500,000 backdated to 
before you were bom. As for the rest 
of you .. you're all sacked! Oh, and 
one last thing Ms Tightskirt.,." 

"Yes?" Ms Tightskirt replies, undo- 
ing her hairdip, allowing her long, 
flowing blonde hair to tumble 
around her perfectly-formed shoul- 
ders, and removing her glasses, thus 
revealing that she is actually the 
most beautiful woman on Earth, 

"...Will you marry me?" 

"Mo way, ugly" she laughs, climb- 
ing into her new Jaguar XJ220 and 
revving it up. "I'm off to have a 
romantic dinner with Take That." 

© DJU's Completely Untrue 
Romantic Stories Ltd. 



Er r quite remarkable. It appears that Krisaiis 
have created one of the finest Amiga 
platform games ever. Over to David Upchurch 
for a full report— 
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REVIEW 


AAy, isn't Soccer Kid an ath- 
letic little thing? Take a 
look at all this stuff he can 
do with just a flick of the 
joystick... 


He can run ! 


He can jump! 



He can duck 
(Quack.) 



He can slide 
tackle! (Good 
for getting 
through 
narrow pas- 
sage*.) 


He can roll 
on the ball! 




He Can bounce 
off the ball! 


He can kick 
the ball! 




He can do 
overhead 

kicks! 


He can head 
the ball! 



He can per- 
form flying 
headers! 


He can.... 
(mats 

enough 'stuff ' 
now. - The 
whole world..) 



One of the hardest levels appears in Japan, which sees the Kid riding 
aboard an express Bullet I rain. Rattier than doing the sensible thing and 
buying a ticket and Sitting inside he instead opts to run along the roofs of 
the carriages. Don! Death can comes in many forms here but mostly from 
either falling off the train onto the tracks below or getting whacked in the 
head by a signal arm as it whizzes by. Duck! 


ii you 11 get into a situation 
where you'll ball-less. Maybe it fell 
on some spikes? Or It got stuck 
down d hole? Or you simply lost it? 
Whatever, Don't despair, though, 
because by holding down Fire you 
can magic up a new ball in 
moments. In each level you are 
given a limited number of spare 
balls and the more you use up the 
smaller a bonus you If get at the end 
of the Done. 
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Ah - secrets, secrets. Most of the really special bonuses are hidden away 
and you'll have to hunt them down to get the really big scores. Often this 
involves jumping between narrow, crumbling ledges but sometimes you 
can find goodies in secret underground passages, If you see a piece of 
ground^ that looks strange then crouch down and tap Fire - you may be sur- 
prised to see the Kid skip through the floor into a whole new world,. 


After completing a zone you're 
brought here to the scoreboard, 
where your performance is 
analysed and bonus points awarded 
accordingly, This score varies 
depending on how many cards you 
collected, how many spare balls 
you've got in reserve and the num- 
ber of trickshots you performed 
(with the number of points increas- 
ing with the difficulty of the shot). 
You also get a nice congratulatory 
message and a warning of what lies 
ahead. Good of them, isn't it? 

(Below) More ball hilarity! The Kid's 
football is a tough little thing, so 
tough in fact that it can even be used 
to knock down crumbly walls and 
open chests- Chests are the resting 
places of the game's power-ups, such 
as health restorers, limited invincibil- 
ity icons r speed-up shoes and extra 
lives. 


' K ^^^^^^^^^^^^1? ^^^^^^^^^^^ 

... j |T; i . . ■ . k . . j t. j l k- m . — . a ii ■ i a a k j . ^Hj 


Far left) At the start of each level, 
and at other key points in each level, 
you 11 often come across little 
spinning blocks with exclamation 
marks on them floating in the sky. If 
you hit them with the ball they 
«»plode into a message box, telling 
you important info like how many 
cards are hidden on the level and how 
many balls you can summon before 
your bonus starts going down. 
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CUP QUEST! 

Soccer Kid's 28 levels are spread over five areas of the 
world each containing five or six levels each, Every 
area is split down further into three zones. Here's a 

rough guide to them all, but sadly we couldn't afford 

I 

to get Magenta De Vine to he your host so you'll have 
to make do with me instead... 


AMERICA 

^ Golly-gee! It's the US of A r 

home to World Cup 

Fin All - make the most of it as 
Soccer Kid will probably be the only 
English footballer to make it this 
far. Here the Kid has to avoid irate 
Indians in the Mild West, deadly 
dudes on the beach and murderous 
muggers in the city. Very friendly, 
those Americans. Oh, and did you 
remember to pet all the fragments 
of the World Cup while you travel- 
ling around? No? Oh dear... 


Brrrr - bit nippy! ., 
Obviously the Kid doesn't 
feel the Siberian cold too much 
as- he's still wearing his T-shirt 
and shorts - must have had 
some Ready BreO< before he 
came put lift central heating 
for hids-r you know). After thii 
sub-zero charade he has to 
negotiate Red Square and even 
a battleship. Kid s today, eh? 
Next stop... 



Italy, home of pizza, gondolas and people riding 
stupid little moped s with their girlfriends. Here the 
Kid has to hap through some crumbly Roman ruins, skip 
through the dangerous waterways of Venice and jump 
about the beach on the Italian Riviera. Once he's had 
enough of the Mediterranean sun it's off to -. 


Rubbery! After a 
pleasant stroll through 
the attractive Japanese country- 
side; the Kid's adventure takes him 
on a hair-raising journey aboard a 
Bullet Train terminating in a super- 
efficient automated factory. Look 
out for the robots - they're not as 
deactivated as they look! 
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ITHEVERDICT 

Giumph again! J thought it f d be a 
long time before I'd see a platform 
game that would better Team 17's 

i 

wondrous Superfrog but here* just a 
few short months later, is Soccer Kid. 
It is, perhaps, a little unfair to com- 
pare the two side by side as r 
although they're both obviously 
card-carrying members of the genre, 
there's little similarity between them 
beyond the fact that bath's main 
characters spend a lot of their time 
teetering on narrow ledges. For 
while Superf rog is all speed and no 
depth, Soccer Kid's emphasis is more 
on thought an d skill and 1 is all the 
more satisfying for it - you get a 
huge buzz from pulling off a 
tricks hot or downing a nasty with a 
nifty header. Although you might 
think that the Kid sounds quite diffi- 
cult to control, what with his ball fly- 
ing everywhere* actually quite the 
opposite Is true. Somehow the ball 
always seems to be at your feet and 
you can learn the essential moves ill 
moments, leaving the trickier shots 
until you're a bit more experienced* 
Graphically Soccer Kid is nothing 
short of incredible - it's fast, colour- 
ful, wonderfully animated and there 
are loads of neat touches, like the 
way snow will fall off the trees in 
Siberia if you kick your ball into 
them. Special mention has to go to 
the excellent parallaxed backdrops - 
they put the Super NES to shame. 
The sound is equally impressive, with a new catchy tune 
for just about every zone. Soccer Kid has been in devel- 
opment for a long time, and you can tell why as soon as 
you pick up the joystick - every aspect of the game is so 
smooth and polished you can see your face in it. I haven't 
been so excited by a game for ages and I'm sure you 11 
share my enthusiasm when you play it. Soccer Kid is, to 
put it simply, in a class of its own. 

f^^j Fully compatible The programmer has used the Al 200'*. 

extra memory to store key screens and reduce the already 
minimal disk swapping but apart from that it's the same 
game. However Krisalis are promising an Al 200-spedffc 
version for later in the year, if you can wait that long. 





we said was "as much money as you 
can collect before someone kills you" 
and with that Matt Brought on sprinted 
off into the distance, never to be seen 
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he year is 2093 and r as someone recently said to me, set your 
game in the future and you can get away with murder. Mean 
Arenas is no exception, being set in a time when every indus- 
try has been totally automated by machines and unemployment is 
at an all-time high. Only one industry has remained and that's good 
old telly. 

Mind you r it's cost the government huge amounts of cash in grants 
to the TV networks, as the shows have had to become incredibly spec- 
tacular in order to keep the unemployed populace entertained and 
avoid unrest, In this dystopia of mass-media mind control one show 
reigns supreme, a show that gives ordinary folks like you and me the 
opportunity to leave behind their dull, poverty-lives by winning a for- 
tune in the dangerous game that Is.,. Mean Arenas. 

"Hello, good evening and bo Ho,...' Oops, wrong show - and wrong 
magazine, This is Mean Arenas and your hosts are the charming and 
never swearing Buzz and Bob, NoWs your chance to collect money 
and prizes as you work your way through 26 maze/arenas, unlocking 
doors, teleporting between locations, toggling switches, dodging mis- 
siles and generally trying to ^tcjy rilive. And r as you J d expect from such 
a Running Man-inspired plot, there are many and varied robotic 
guardians trying their best to shmack you around and generally kill 
you. 

Are you man enough to play? Are you desperate enough to pkay? 
Vou must be... 


mwm mm m 



As you can see, the screens 
are varied in layout and 
you'll need to make good use 
pf the scanner (bottom left 
of the screen) if wan want to 
get through a level without 
running backwards and for- 
wards like a nutter. There are 
four different modes aw ar- 
able showing either coins, 
guardians, both or just a 
general map of the level and 
these prove essential in clear- 
ing the level of ceins. 



Help is sometimes on offer in the arena in the form of information left 
on computer disks- When passed over, these disks will log you onto 
the computer (inset) which then presents you with either a slightly 
cryptic hint or a. pass word for that level. The passwords capture all of 
your current stats so you if you restart that level you'll begin with the 
same number of lives and health points. 


Marvellous! That's what the sampled 
game show host says when you com- 
plete a level and that's what this 
game is - bloody marvellous! At first 
Mean Arenas seems very simple, but 
□nee you get Into it there's just so 
much going on it's overwhelming. 
Pacman with brass knobs on I 
suppose is the best way to describe it 
- but then look how popular that 
was in its day- You can dive straight 
into the game without even thinking 
about it p but after a level or two you 
start to realise how much thought 
needs to go into successfully 
completing each level as they 
become less arcade orientated and 
more puzzle/logic-based. The aliens 
are many and varied and all have 
slightly different characteristics, 
again adding another dimension to 
the game play. The sound Is good 
throughout, with the sampled crowd 
and commentator comments idd to 
the general atmosphere of a 
humourously naff game show. I f m 
pleased to see that the programmers 
have included a password system 
that records your attributes (In a 
Chaos Engine-y kind of way), as it 
means you don't have to keep 
replaying old levels while at the 
same time not making the game too 
easy. Despite the slightly iffy graph- 
ics there's not really a lot to fault 
with Mean Arenas - while breaking 
no barriers in originality, it manages 
to combine a number of game ideas 
to make a surprisingly addictive and 
enjoyable game that I found myself 
coming back to time and time again. 


Puhtishw .ICE 
n- .i h^i.T In -house 


£25.99 Out Sept 


Jcy\ti i k 


MEMORY DISKS 

512K 2 


r 


E-RflPIICS 


r H% 


5 o ii n n 


mm 


FLIYRBILITY 



90% 


1R5TJI1ILITY 


85% 




0<J 


m 



Once again I'm 
afraid that I 
have some bad 
news for AT 200 
owners as there 
it not a single 
difference 
between the standard 
and A1 200 version. 
Sorry about that. Run 
along now. 

Speed arenas differ to 
the normal onei in that 
they are completely puz- 
zle-based, there's a strict 
time limit in which to 
complete the level and a 
large number of bonuses 
to be collected, fhe heart 
beat away in the back- 
ground does nothing for 
your nerves either. 
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• Meg at reveller 1 

"There can't be a more prestigious role-playing system than 
Megatraveller 1 

PC Plus 

• Elite Plus 

"Quite simply the most original gameplay since the birth of 
computer entertainment. An all time classic", 

PC Format 

• Wing Commander 

"This is more then ever an essential addition to any self- 
respecting PC gamer's collection" 

PC Review 
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for IBM PC and Amiga 
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Yes! The first original Amiga CD32 game is here! David Upchurch plops the CO in the machine and sits 
trembling, waiting to experience the start of a new era of Amiga gaming... 


This \% the Zargon Minister 
For Mining. He J s a brusque 
sort and. If it's your first 
visit, will tersely instruct 
you to select a race of dig* 
gars and a zone to mine 
then clear off. Once that's 
done you can start your 
quest for riches and fame, 
Each time yen* 'win' a zone 
you return here to select 
your next field of 
conquest, at which point 
you're also given the 
option to save the game. 



What a miserable-looking 
hunch! These bankers trade 
cash for gems and ore ~ just 
the sorts of thing s P in fact F 
that you're likely to find En 
your mines. Each type of 
gem/ore hat a different 
value which you can discov- 
er by clicking on the signs 
above each creature's head, 
Often you'll find that there 
isn't a merchant dealing in 
tha type of stuff you've 
found, in which case it's 
best to go away and come 
back later m the hope that a 
new banker's turned up, 



ooray! Purchase power! 
Once youVe found a few 
gems and cashed them up 
you can come here to buy 
some equipment. On offer 
re such goodies as a 
mechanical excavators for 
faster tunnelling,, explosive 
for blowing holes in cave 
walls, lifts {always handy * 
the diggers tend not to lit* 
long falls) and loads more, 
The trick Is balancing your 
need for better equipment 
against the fact that each 
purchase pulls you further 
away from the cash targe* 
you need to win a zone 



Got your miners? Selected a zone? Bought some equip- 
ment? Yeah? Great - now you can start digging! You 
can cycle through the five diggers in your team with a 
tap on the joypad. Another tap then brings up an icon- 
driven menu allowing you to make your selected dig- 
ger watkj dig (in up to seven directions), pick up or 
drop specific items (like gems or dynamite), tele port 
back to base, scavenge for goodies and so on. it s all 
very easy, ma Miry thanks to the highly- versatile six-but- 
ton joypad. 


REVIEW 


On the planet Zarg it's the eve 
of the 412th day of the year, 
AJ1 across the alien world the 
FTargs. the Quarriors, the Grablins 
and the Habbish are finding it hard 
to get to sleep such is their excited 
anticipation of the day to come. No, 
Santa Claus isn't coming to town - it's 
the beginning of the new month-long 
mining seasgn, when rival corpora- 
tions fight for control of the planet's 
ore-rich surface, And as they'll n&ed 
to hire FTargs, Quarriors, Grab) ins 
and Habbish miners to do the digging 
for them, this means lots of cash -in- 
hand, no-questions-asked riches for 
the locals. 

Such is the plot to Diggers, the lat- 
est from Millennium and the first 
original game for Commodore's all- 
singlng r all-dancing CD console, the 
Amiga CD3 2. You play the boss of 
one of the many contending mining 
corporations with aspirations to 
greatness through digging. 

Before you can start excavating, 
you must first hire a five- strong team 
of miners. Vou have a choke between 


the four races mentioned earlier, each 
of which have varying strengths and 
weaknesses: the F Targs are a nippy 
but easily distracted; the Quarriors are 
super-strong but intensely stupid and 
slow; the dwarf-like Grablins are good 
at mining but crap at fighting; and 
the Habbish are mysterious druidic 
creatures with a low attention span. 
Pick wisely, as ygu'lf stick with the 
same team for the rest of the game! 

Zarg is spMt into seventy-odd 
'zones' and to achieve complete con- 
trol of the mining rights to the plan- 
et you must r win' each of these zones 
one by one, achieved by raising a cer- 
tain amount of cash (by mining,, of 
course). To complicate matters, and 
to keep the spirit of competition a five, 
there's a rival mining company in 
each zone which II do its best to put 
you out o1 the picture, Best advice? 
Get them before they get you by 
flooding their mines (he-he!). 

So, in the words of Status Quo: 
Down down, deeper and down; 
down down,, deeper and down., 
(Repeat until fade J 



ME 



To help you along the Z argon authorities kindly gj 

kind ©# a How To Get Ahead In Mining -style tome, containing info on vari- 
ous aspects of the planet Zarg, its strange and often hostile inhabitant, the 
four digger races, mining and how to become good at it plus loads of other 
stuff, This can be accessed at any time during the game and is utterly indis- 
pensable. 
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Gems and tumps of ore appear at random as new tunnel areas are created, 
which should then be picked up and sent back to base as soon as possible. 
It's a slow but swe way of raising cash but a better move js. to seek out 
deep chambers or air pockets in the rock, as often these contain many pre- 
cious elements just waiting to be piefced up, Alternatively you could try and 
locate your rivals, duff them Up and nick their goodies, lt r S up to you. 
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Despite some nice CD-quality 
musk (naturally), first 
impressions of Diggers aren't too 
hot. Oh, the intro and the set-up 

Publisher: 

screens are pretty, with a vivid Millennium 

_ _ _ _ _ T _ Devefoper: ln-house 

use of 25fi colours, but the game , 
itself is, well, dufl-looking, to be £TBA Qui Mowr | 
frank. To be fair I suppose joyfM*wo U M 
there's not a lot of scope for 

MEMORY DISKS 

graphic flair when it comes to 2Mb 1 (CD) 

caves and the digger graphics l 
have to be small out of necessity 
(otherwise you wouldn't be able "ss;="' j] 'T"|jn~ 
to plan out what you want to do W^^^ j | /q 
and where you want to go) but 
all the same you do feel the first BUTCO 
game for the CD 32 ought to be h // ' 1 n. j jwi 
more visually impressive than Hfc^ lift m 

this. Once you get over that Sl^LVk 
graphical disappointment, how- RR'^OIRI!! 
ever, you discover that the game A | 1 1 
rs none too inspiring either - at lid A 

first, anyway. Getting anywhere 4jEi1 
is a slow, laborious process, HTSnTnXIl 
much like the real mining ii^T^^^^™ 
process, and, even though you ^pr / H A 

only have five diggers in your i^lltat 
team, managing them properly DITERJIII 
and making sure they don't get 
bored and wander off into a J II 

nasty creature or deadly pool of M 
water is not easy, This r | 
combined with the game's slow 
pace, makes the game quite a 
chore to play. It's only after several hours, when 
you've learnt a few mining and man-management 
techniques, that the game starts to become 
enjoyable- Even then, though, the game could hardly 
be classed as exciting. Diggers is a big game which 
you could, if you've got the patience to put the hours 
in r find long-lasting and entertaining. Most, however, 
will simply find it boring. 
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Millennium are planning to release cut-down versions of 
Diggers for the A1200 and the A5Q0,'S00. Quite when they'll 
appear or how much will have to be left out is unknown at 
the moment. However, it's unlikely that the basic gameplay 
will change much. 



It would seem as though travelling back and forth through time and trading is all that 
Matt Broughton ever does. Not even stopping in 1869 this time, he's off to the 14th 
century to sell goose grease and muck about in boats. Oh well, as long as he brings us 
all back a stick of rock.... 


f you're one of those people - 
and I know I was - who think that 
\hv Harkseatk Lea que the oM 
below the Scottish Premier on 
Grandstand then think again. In 
fact, the Han sea tic League was a 
kind of medieval Common Market 
that covered towns from London to 
Novgorod and countries from Ger- 
many up to Sweden. Vou can always 
tell when I've been reading and 
once again I've been given a game 
with more than its fair share of 
pages in the manual department - 
120 to name but er, 120, 

The game's all about money, 
basically- Back in the 14th Century, 
circumstances conspired to make 
certain merchants of the time very 
rich. Their money broke the power 
and regressive stranglehold of the 
church and monarchy on European 
society, Through personal invest- 
ments in building, science, educa- 
tion, art and culture these mer- 
chants created the seeds of the 
Rennaisance and the notions of 
equality that would spread across 
the Old World in the years to follow. 

If you cut through this large 
wedge of humph, however, you'll 



Every now and then you will find yourself approached by 
this twisted old marriage broker who will offer you hit 
matchmaking skills for a price. Should you accept, he will 
offer you either a tasty young maiden (like this Madonna 
look-alike) or some nasty old trout (inset J, Marriage rrns 
advantage!, i.e. a dowry, which may be anything from good 
family trading connections to inheriting ships. 
Unfortunately, it's normally the trouts with the best deals 




find yet another historically-accurate 
trading game that bears more than 
a striking resemblance to 1869, 
reviewed by myself a scant month 
ago. As a medieval merchant you 
seek not only trading supremacy but 
political power, diverting your 
money into funding - both legally 
and illegally - your campaign to 
become first mayor and ultimately 
Alderman (or boss) of the whole 
Hanseatic League. 

Many ships and people will need 
to be managed and manipulated 
along the way if you want to beat 
the opposition as they do their best 
to get there first. Mind you, let's not 
forget that this is the 14th Century, 
a time beset by piracy and plague, 
and not the easiest place to rise 
above the rest. Be strong, be bold, 
but most of all, be nasty! 



Here in the shipyard you can repair, order, name, scrap and arm ships as yew 
please - providing you've got the cash. Just to add to the realism,, the work- 
men will overcharge you for any work required so it pays to keep coming 
back to them for different quote*. The shipyard manager will give you a f*## 
ship inspection at any time (inset); basically, the better the ship's condition 
the faster the journey and the larger the capacity. 


.--.■hi infm H,«Jm»4 i* DtfUL** 
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Ah, the open sea and the salty smell of dogs, or something. From here you 
can sail anywhere you fancy and trade until your arms fall off. The jour- 
ney is represented by a calendar {inset) that informs you of any inter- 
m esting events. If you find out that pirates have been spotted near your 
destination it might be time to learn how to swim. 


It was as true in the 1 4th Century as it is today that the best way to get into 
politics is to have baths with prominent members of the council, not to 
mention bribing them with large wads of cash. Any opportunity to iqueexe 
into a tub with a politician Unset} should &e jumped at as you could find a 
mysterious advantage coming your way in the next local election. 


REVIEW 


TWO REASONS NOT TO LIVE] 
THE 14th CENTURY... 


Always, a lot of fun this, especially 
if you're into pus and losing limbs. 
The good thing about the plague is 
that you can move house to the 
town affected and if you're really 
lucky your trout of a wife will die 
allowing you to marry again, 
receiving another dowry, I (ike it! 


WelL what do you expect if you 
make houses out of wood? Fires 
do a fair amount of damages 
often making the town unfit to 
trade in until time has passed 
and the damage has been 
repaired. Roll on the discovery of 
asbestos, Or perhaps not. 




1 . THE PLAGUE 
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The town square is another 
menu in disguise giving you 
access to the baths, the 
guildhall, your wagon and 
more r Clicking on the jester 
gives the option for a feast 
to be held in your name, 
while clicking on the other 
group gives you a popularity 
polL Entering the church 
(inset) offers you the chance 
to rise in stature by donating 
money to various causes. 



This acts as one of the main menu screens giving you access to your office, 
warehouse, the town halK F the blacksmith, the moneylender and the town 
square - not to mention the local pub (inset). Here you can hire workers, 
ship crew and buy arms. The dodgy bloke up the back is a pirate and can 
be hired to take your ship and plunder some innocents, but deaJing with 
men like this means you may never tee your ship again. 



You have art office in every town allowing you to keep a constant check on 
your business. Here you can check on debts owed, ship conditions and cur- 
rent locations as well as organise future trips. All trading decisions are 
made using of trie large book on your desk (inset) in which all the produce 
buying and selling prices can be surveyed along with their availability. 
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This is the game that should 
have been; it has more character, 
more depth and better presentation. 
The trading Is mare difficult than it 
was in 1869 which means that it's 
actually a challenge to make money 
rather than fust a process of the 
game, and with the large number of 
commodities to trade in you really 
need to be constantly planning and 
noting current market trends to make 
a good enough profit to carry on. The 
historical background adds a tremen- VVVffiHS 
dous amount of atmosphere as you 

understand why some towns will spe- i5|i r ^ 00 CO 
cialise in certain items while others O k A 

are prone to pirate attacks. Being able ^^!^^^^ 
to quickly expand your fleet gives an 
excellent feeling of power as your "IP Iff! 

ships report In from their various loca- I T jw 

tions around the world r while all the fek 
time you're reminded of the ^T^^^TTIHH 
importance of progressing politically ■ 
as well as financially. The game is also ^^^fc 0 | *?r 
staggered quite cleverly so that even jM U I f 0 
after playing for a good few hours mmm^mmmm^m 
new options are opened up to you as 

you grow in power. I didn't get to AJ Iff 

play this against a human opponent £Q 

which is a shame as t'm sure it adds a ™ ; 

hell of a lot to the competitive side, 

being able to plot against your mate gm± jamm 

and hiring pirates to plunder their I U>J 

ships - not to mention beating them in M 
the elections, The game is extremely 
user-friendly and overall there are n 
grumbles, though the accessing time 
between screens can be a tad frustrating after a while on 
the standard version. This has been an enormous hit in 
Germany for quite some while now and though I'm not 
sure if people will really take an interest in the historical 
elements of the game, this is a deep and competitive 
game offering an excellent number of 'sub games' that 
keep it from being repetitive. It s trade-tastic, mate 


Although there's no specific version, the game gains a few 
percent on both placability and overall when played on the 

mainly due to the improved continuity. Though it takes 
longer to set up as the machine loads more to start with, it's 
worth it as you avoid waiting that couple of seconds between 
each screen. 


81% 



REVIEW 


Guest reviewer Jamie Kavanagh, work expe 
rtence lad extraordinaire, tries his hand at 
the fine art of computer-based war garni rig... 





This is your view from your HQ. ay clicking on the various objects on the 
battlefield you tjn get info on what they are, whether they're friendly or 
not and even what the nam* of the town is, assuming it is a town, that is. In 
fact, all the stuff you need to make your strategic planning easier. 


Look, I know that 1992 s been 
and gone and we're meant to 
be pally with the good people 
of Europe and all that hut I'm afraid 
I've got to draw the tine at the 
French. Ever since an un fortunate, 
not to say embarrassing, incident 
involving a croissant, a slice of brie 
and a black beret while on holiday 
in Provence once, l r ve had nothing 
but hatred for them, 

So it was with some glee that I 
booted up Napoleonic s. Here was 
my chance to kick a few Frog butts. 
The game recreates three major bat- 
tles from Napoleon's era - The Bat- 
ties Of Austerflitz {1S55) r Borodine 
(1812 and Waterloo (1815) ■ and 
gives you complete control over the 
many and varied units in either side 
(though I didn't play the French, for 
obvious reasons)- You can play 
against the computer or a friend, 
though how long they'll remain so 
after you've coerced them into play 
ing this is debatable. 

However, while this is all very 



Hail: Grange , a rte± t age has arn 
Iron Macdonnel ( . 12 15 pn * nv 
division has cap lured Honqoufiont . 


nice, on question lingers: Why, in this 
age of stealth bombers, laser-guided 
weapons and nuclear missiles, do 
CCS think we need a strategy game 
where you control little blokes on 
horses and smaller men with crappy 
muskets? I don't know * maybe it's 
the lack of violence. 

You see, on the evidence present- 
ed in Napoleon ins wars were a lot 
more sedate in ye olden dayes Dur- 
ing the game you'll see no dead bod- 
ies, no gore and no explosions (when 
you let rip with a cannon all you get 
is a little puff of smoke and that's it). 
Even if your troops are massacred all 
you're told is that they've been 'dis- 
organised \ whatever that means. 

Still, a wargame doesn't have to 
be blood -soaked to be any fun 
{although it helps) - After all, you 
must bear in mind that War is Hell 
and not a source of light entertain- 
ment. And, rt has to be said, if that's 
the message the good Doctor was 
trying to get across with Napoleon- 
ic s he sure as heck succeeded... 


The game uses a 
turns' bused sys- 
tem, much like a 
traditional table- 
top wargame. Each 
turn you can 
choose to move all 
some or none of 
your troops around 
by by sending 
orders to the com- 
manders of your 
various units. 
These orders are 
typed in to an 
adventure game- 
like parser and can 
get quite cample*. 
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THE VERDICT 


Napoleon its tries to be a bit different 
to the other strategy games doing the 
rounds yet, while this attempt at 
innovation is laudable, the end result 
is a game system that doesn't really 
work all that well. The worst thing 
about the game is the sheer lack of 
pace. Typing in the orders is a slow; 
laborious process and it takes ages; 
for the people under your command 
to receive them and act on them. This 
may well be art accurate simulation 
of the communication problems that 
beset 'real' generals in the 1800s but 
it doesn't half make playing the game 
a drag. Even worse the orders parser 
requires you to be so precise about 
what you type in that you spend half 
your time struggling to get the syntax 
correct. You also have to know the 
names of the commanders of the 
units you want to direct, which slows 
things down even more. On top of all 
that it takes an eon for the turns to 
cycle around, typically between 5 to 
10 minutes, so you can see that win- 
ning a battle is going to take you a 
good few days, assuming you've got 
the patience to stick it out. Few 
points are scored on the aesthetic 
side either. The graphics are... well- 
different and look like they were 
drawn on a Spectrum, while the 
sound Is quite literally non-existent. 
You'd have to a real wargaming sad 
case to get any enjoyment out of this 
dull, dull mess, 
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The 3D 
graphics 
upddtt! 
slightly 
faster,, thus 
improving 
the flow of 
the game and sub- 
stantially increasing 
your enjoyment, 
Even so this is still 
one game to be 
avoided . 



Matt Broughton tightens his orange belt, 
shouts Kiai (again) and scores a Wazarri 
against Zeppelin's latest budget release. 


Picture the scene, if you will... 
Martyn Brown walks into the 
meeting room at Team 17's 
head office, his head hanging low. 
The other team members sense his 
mood and wait for him to speak. " I 
have some very bad news/' he says, 
tears welling in his eyes, "Fistfight- 
er has been released." The Team 17 
staff gasps in unison realising the 
implications of this dreadful news. 
"In the face of such impressive com- 
petition, I'm left with no other 
option" Martyn continues, now 
quite visibly distressed. "I'm tdking 
Body Blows off the shelves and dos- 
ing down the company. ' Ha-ha- ha- 
ha-ha-ha-ha! - only joking, God 
bless you! 


I do apologise for that little out- 
burst but I just couldn't resist it F for 
here wp hcivc Fistf ighter. the latest 
release from Zeppelin, lt J s a sub- 
standard mix between Body Blows 
and Full Contact, with eight fight- 
ers toughing it out in Egypt, Japan 
and the US of A. Each fighter is 
blessed with a limited number of 
moves, including punches, kicks and 
blocks, plus a mystery 'special 
move' unique to each competitor. 
The game has no plot, which is just 
as well because it would probably 
be pretty embarrassing if the game 
is anything to go by. I'm hard 
pushed to think of anything neutral 
to say so I II hold my tongue until 
I'm let Soose in the Verdict alright? 



You wouldn't think that a knight in shining armour would be agile enough to 
go up against a kickboxer, but as you can see here Sir Gerry isn't doing too 
tiddly against Gin-o. If things get a bit too much for the old knight, he can 
always use his 'special - a huge s pi key mate. Isn't that cheating, though 7 


THE VERDICT 

Oh my ward. I thought the days when 
you laughed this hard at games were 
over. Being a competitive sort of 
chap, I called Mr Upchurch (his 
worshipf ulness sometimes lets me call 
him that if I've been good] into the 
games room and duly challenged him 
to a quick bash - the hospital says 
that he's doing quite nicely and 
should stop laughing by October. This 
really does belong to yesteryear even 
if it is at budget price. The graphics 
themselves don't look too bad but it's 
all Jet down by the poor collision 
detection and computer intelligence; 
the computer opponent edges 
towards you in its blocking pose and 
occasionally trying to hit, so all yon 
have to do is keep throwing punches 
until it looks up and * shmack! - we 
are the champions. The computer 
hardly ever performs its special moves 
and as soon as you do yours your 
opponent just starts jumping around 
the screen like a demented acrobat. 
The baddies all fight the same way, so 
once you've got the hang of things 
you can quite easily complete the 
game in a couple of tries - if that. As 
with all games like this it's a bit more 
fun with two players fighting but not 
that much. A couple of year* ago this 
probably could have stood on the 
shelf without looking too silly but 
now it's a bit of a Christopher Big gin s r 
If you know what I mean. 
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ter* ii no 
difference at 
#11 on the 
AT 200. The 
only advan- 
tage with the 
A12Q0 n that 
it makes a more sat- 
isfying noise when 
you throw it, disks 
and all, against the 
bedroom wall. 
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way, that's enough about David 
\ Upctiurch's waistline. Travel with 
■ him to the Realms of Arkatiia for a 
look at US Gold's newest RFC 


Like most aspects o! Blade of 
Destiny, -generating a hero far 
_ / your party is a lengthy and 

comprehensive business. You 
have a variety of options open 
to you r such as what character 
class your hero will be, what 
sex they'll be, what they're 
called and what their stats are. 
tf you don't fancy doing all 
this, however, you can take 
the easy way out and play 
with the game'? pregefiarated 
heroes. 

nitely aren't kidding. 

The plot is typical Rf*G fare. The 
ores, those perennial fantasy bad 
guys r are on the rise again, threaten- 
ing to invade the peaceful realm of 
Thorwal e and there's precious little to 
stop them doing it. Legend has it, 
however r that there exists a mighty 
sword, the Blade of Destiny of the 
title, whkh, if found, could stop the 
□ res dead in their trouble- causing 
tracks, 

Of course you r being the heroic 
type, set out with a band of hardy 
fellow adventurers to f ind it, But it's 
not as simple as going from A to B r 
picking up the swore) and coming 
home again. Oh no. You must travel 
from town to town, performing mini 
quests, in your search for clues to the 
sword's resting place. Have fun! 


So here we have Blade of Des- 
tiny, yet another entrant into 
the always popular and slight- 
ly over-crowded RP<* genre. So what 
does Blade have in its favour to 
tempt the punter into parting with 
his or her hard-earned cash? 
Smooth-scrolling backgrounds Like 
in Legends of Valour? An easy-to-use 
player interface like Eye of the 
Beholder 2? The simplicity of Worlds 
of Legend? 

Nope, none of these. What Blade 
of Destiny has in spades is size. Attic 
claim that in the game there are 
over 1&4,0OG square miles of terri- 
tory to explore and more than SO 
towns to visit. And I'm not going to 
argue with them. One glance at the 
100+ page manual is enough to 
convince you that these boys defi- 
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Exploring Arkania'* many towns and 
dungeons is depicted using the 
familiar first-person JD perspective - 
Walk flashing past you in 'jumps' 
and buildings mysteriously 'materi- 
alising' oflly when you're a few 
feet in front of them- it does lit- 
tle to convey the impression of 
a real urban sprawl. 


In scraps the view switches to an i so- 
met rk- 3D plan' view r which allows 
you to make some tactical decisions 
about who attacks what and when. 
Each character has a limited number 
of movement points per turn which 
they can use to move, fight, flee, 
cast a speh or whatever. Like the 
main game it's painfully slow. 


I THE VERDICT 

The main problem with Blade of 
Destiny 1 1 that you really have seen 
this sort of thing before - and better r 
most probably. There are few surpris- 
es as you travel around, with 
everyone and everything you meet 
conforming to their usual cliched fan- 
tasy roles. Much has been made of 
Blade's size. True, the land of Arkania 
if a vast place, with literally dozens of 
towns to visit and dungeons that you 
can freely explore, but there's a big 
price to pay for this. For one thing the 
disk swapping on a single-drive 
machine is unbelievable * you can't 
seem to go more than ten yards with- 
out having to swap disks. The first- 
person exploring Is a dull and tedious 
affair ■ the screen update is annoying- 
ly sluggish, especially given the fact 
that you can't even 'see' the poorly- 
drawn buildings until you're practical- 
ly standing in front of them. Combat 
is equally uninspiring - the 
boardgame-like 'movement points* 
system removes any sense of urgency 
or excitement from the proceedings 
while the characters slow fy shuffle 
about the Isometric -3D battlefields 
like they're on Valium. The best thing 
you can say about Blade is that it's 
nothing if not thorough, so It'll no 
doubt cause RPG addicts to perform 
cartwheels. But It doesn't really make 
any concessions to the average gamer t 
which leaves the majority of us stand- 
ing out in the cold. 
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Blade runs slightly faster on the A1200 but still not as quickly as 
1 you feel it should do. Other than that there are no real differences. 



realism with fast arcade action! 
Check out just some of the 


amazing play features: 
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REVIEW 



A fx foot bait management games ■ 
the childhood memories flood back 
to me now. The only time I can recall 
playing a game of any sort that last- 
ed more than six months was when I 
used to play Football Manager on the 
Spectrum with my dad. Many happy 
hours would be spent squashing 
those little rubber buttons in a des- 
perate attempt to get Billy Bonds arid 
the rest of the West Ham lads up to 
the top of the first division- 
Christmas was even better as 
Uncle Stevie used to come round as 
well- - oh, those crippling hours not 


being allowed to go to the toilet or 
eat or stop or r well, do anything 
other than play, If it wasn't for those 
happy Christmas holidays I wouldn't 
be the useless twisted cripple that I 
am today. Good old family enter- 
tain men I 

Well, love r em or hate J em (to use 
a cliche - Ed.) football management 
games are definitely here to stay as 
GremJin proved with Premier Man- 
ager earlier in the year, taking the 
best elements from the dozens of 
footy manager games that had 
already been released and refining it 


with Innovative graphic representa- 
tions, IMowv they're back with a sort 
of 'Son of Premier Manager', Premier 
Manager 2- Boasting more realism 
and features than PM1 this looks set 
to take the footy management genre 
to its limits. 

There's definitely a strange plea- 
sure to be achieved by taking one of 
the most hopeless football teams 
ever to plod across the pitches of the 
world and turn them into a mega- 
squad, kicking premier team. So, is 
PM2 the ultimate? Time to substitute 
the Verdict. 


Stafford Rangers 
thought they were 
destined to be bot- 
tom of the league 
forever until Matt 
Broughton walked 
in, naked apart from 
a gumshield and a 
pair of shinpads. He 
was their new man- 
ager and he meant 
business in 
Gremlin's new footy 
management game. 
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(Above} The Fax machine is just one of tne various ways of view prig Fnforma- 
ticwi in your office, from here you caw check neat week's fixtures and see 
last week s results, as well as read news on transfers that have taken place 
and general events concerning the club- One of the best reports available 
gives a blow-by blow comparison of you and your opponent's performance 
in the previous game, highlighting your team's weaknesses - I think I'd best 

get down to some intense trjininrj! 
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Thnnks to Alexander Graham BeU you can always get in touch 
with your happy troops at a touch of a button, not to mention 
some other handy staff such as your coach And scout, You can 
hire these people from the job centre at the start of the season 
and change them as and when you see fit. the club secretary will 
give your performance a percentage score showing you what the 
directors and supporters think of you while the physio will report 
on any injured soldiers (inset). 
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This screen at 1 5 as your main control menu giving you access to the various 
options you will need to succeed: player transfers, grourtg 1 improvements, 
ground sponsorship and squad selection can all be selected at the touch of 
a button .ilong with the various statistical and financial reports, not to 
mention a calender for checking the next match date. 

The matches are displayed in this unique 
style, with the pitch represented by the 
strip at the top and the ball moving to 
show current play. As well as statistical 
details, a commentary describes who 
has possession and what they are cur- 
rently up to. Whenever major action 
occurs such as goals, near misses, fouls, 
etc., the screen cuts to show a J score 
board' graphic to let you know what 
happened- Oh I That was a tremendous 
effort! 
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When it tomes to selecting the squad youil need to use this screen wisely to 
glean information about all the available players. As well as checking on 
each player's individual skill ratings and positions, you can examine each 
one in mare detail to find out anything from what training they are current- 
ly involved in to which foot they favour. You can click through the available 
formations and check the star rating at the bottom of the screen to select 
tin. best overall squad. 
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Once you've select- 
ed your squad you 
can give them more 
specific Instructions 
about what sort of 
game to play. As 
well as selecting the 
formation you can 
set general rules for 
tackling, marking, 
shooting, etc The 
icons allow you to 
bring up compari- 
tive details about 
your opposition as 
well as letting you 
make use of your 
physio to check on 

the players' health 
and fitness- 
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Ah, the root of all evil r This is where you can keep tabs on all your finances - 
things may look fairly controlled here but it's early days yet. After a few 
weetcs things Start to get a bit daunting and you II find yourself reaching for 
a loan before you can say 'overdraft limit 1 . From here you can also check 
players' wages as well as look after ticket prices and current sponsorship. 
Don't spend too much money though or the board of directors will make 
their presence felt! 
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THE VERDICT 
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Good stuff this management 
business, isn't it? The power, the 
decision*, the injuries! Yup, l p m 
hooked. PMZ really does make it 
about as easy to manage a football 
team as I can imagine. The icon 
graphics make the game very easy to 
get into, giving you very clear 
pictures of what you're about to 
select, with an excellent number of 
statistics and figures available that 
don't swamp you. I jumped straight 
into this without even bothering to 
read the instructions and did n t 
come across anything that left me 
puzzled or confused. Even when I 
did read the instructions they just 
reinforced what Td already found 
out for myself anyway. The team is 
very easy to manipulate and the star 
rating is excellent as it gives you a 
visual clue as to what are good and 
bad squad selections. The money 
management is more involved than 
you'd normally find, with 
sponsorships and ground 
improvements to be taken into con- 
sideration. The matches are nicely 
done too, with the little ball and 
commentary doing the job of telling 
you how each match is going just as 
well as if they'd tried to put in some 
game representation. The sound is 
fairly limited as you might expect, 
but there are some crowd effects during the game. It's 
good that the speed of the match can be controlled, as 
you might not want to watch every game in depth. This 
really is the best hits of all the footy games bundled 
together and laid out on a golden plate for you, so pick 
a team, put your managerial hat on and assume that 
'hunched over the keyboard for hours' position that all 
true management game players have. Good stuff. 


Not really a lot to say about the game running on the 
A12O0 other than that the statistics appear fractionally 
faster. To be honest I doubt you'd notice unless you ran the 
two next to each other. 
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Play Byte's platform game is the 
surprise hit of the month, much to the 
annoyance of Simon Byron, the git. 


remember when life was easy they're as happy as can be, mainly 

You used to be able to pick up a because of the larks and japes the 

Dire Straits or Simply Red record cluo constantly get up to. Tagging 

and know that you were going to (which is street' for spraying your 

get the type of boring songs they personalised sign on public property) 

play in shopping centres (although has become a way of life. Unfortu- 

why they th in k some bloke waff \ in g nately , i t may a I so spel I the end 


on about how he wants his MTV is 
likely to persuade you to spend 
more cash is beyond me, But - hey! 

I'm not the one who makes those 
kind of decisions. If I was, though . 


Okay, so I haven't covered the plot 
very well but the fact of the matter is 
there isn't one. For some reason, 
probably associated with tagging, 
the two young fella-me-Lads have 


rd get rid of all the poncy names managed to rile five end-of lewei 

usually heaped on these modern guardians, resulting m the hapless 

complexes. Like Meadow Hall and twosome having to negotiate five 

The Dolphin Centre. Why not call levels of sheer hell before life can 

them Groups of Shops'? It would return to normal 

certainly save confusion. Anyway, I Unlike the plot the game is actu- 

digress, and seem to have backed, ally brilliant. Here's why... 


myself into a corner from which 
escape is almost impossible. lt J s time 
to write an editor's comment- Here 
goes-- (Get on with it - Ed J) 

Thanks. Life isn't easy anymore - 
in fact for some, like Joe Maroni and 
his mate Nat (the rat) Gonzales, it's 
very hard indeed. Vou may think it's 
bad when your pri rents banish you 
to your bedroom for committing 
some heinous crime like calling your 
granny 'moustache face' but at least 
you've got a bedroom to go to, 

Joe (pre '!') and Nat don't have 
such luxuries for they are, as they 
say r abode-less r For them, home is 
where the cardboard box is but 


We know haw much you love 
our specially-assembled, 
pieced- together maps 10 
here's yet another for your 
delight- This shows th* 
beginning of Level Three and* 
as you can see, it's certainly 
no pushover. Notes For easy 
reading we've flipped the 
map horizontally so thai you 
don't have to read from right 
to left- If you are Arabic then 
simply field the magazine 
upside-down and turn your 




Each level has its own theme and the creatures that wander around fit 
in very nicely. The Haunted House contains all kinds of undead 
meaniev such as vampires and theie skeletons. Joe! has a number of 
weapons at his disposal, as long as he's collected them along the way. 
Of course, varying from the simF>!" fi*t I handy for punching people) to 
the deadly chainsaw (handy for doing the gardening), Each weapon is 
changed by grouching down and pressing F*re. 




The end-of -level guardians are the only thing 
preventing Joe! from escaping to the nest area and 
with five main ones to defeat you can be sure that 
all your energy reserves just won't be enough, 
There's plenty of opportunity to practise, howev- 
er, as there are usually two or three mid-level 
. guardians to destroy on the way. The pet. ol 
- i bombs usually come in handy here* 


Joe? is an athletic chap, and that's no 
mistake. He can jump like a f rog, swim 
like a fish and hang from ledges like a 
Prince of Persia. He can also hold his 
breath for ^n un-Ma*well-like amount uf 
time, being able to stay in the water far as 
long as you care to leave Him there. But don't 
let your attention wander for too long - there 
are plenty of nasty fish to deplete your energy 
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The second stage takes place d«*p inside a sprawling pyramid, with mum- 
mies and freaky blob things to fend off, If you do suffer an almost fatal 
□ mount of damage then collecting the yellow tru»es (which are either 
lying around in the open or hiding inside bonus chests) will top up your 
energy reserves. Failing that H you can always pop into any showers you 
find, as the water is so invigorating that it'll replenish all your life points. 


You can play Yof Joe! with a 
mate if you fancy (the it re en 
keeps up with the player in 
the lead) but don't think that 

if you're playing on your own 
you're on your own, if you 
know what I mean. Once 
you've completed Level One, 
you see, you get this mighty 
dragon to keep you company 
who will take you to your 
neat destination, giving the 
perfect op port unity for some 
bonus stage horirontally- 
s eroding shoot-'em-up frolics. 





They're chucking 
< spears now, Why n 
^ wrap a Nunchaka 
around his head? 
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□us 
f at 


You obviously don't get the Head 
and Shoulders ad in Germany. First 
impressions count r right* so what's 
Level One of Vo! Joe! like? Dull r 
that's what. Now, as reviewers, 
we're affected by the initial five 
utes of a game just as much as you 
are - we try not to be P but it's just 
one of those things. So when Yo! 
Joel was loaded up for the first time, 
most of us decided that it was okay 
but not really that impressive. About F^lTj^SIH 
as much fun as Nicky 2, I reckoned. 

WeII P you do have to play for a while ipr 0 70 W 
to begin to enjoy Yo! Joe! but after I^J^ I U 10 
half an hour or so the game really ^HYTfflH 

takes hold. I suppose Rick Dangerous I FM B W m M 
is the easiest comparison, but rather 7*1^ 
than throwing near-fatal obstacles at \ LtO 

you with no warning whatsoever 

{Rick's downfall), Yo! Joe! guides you |jft~j| 
through the hazards, so that when ^ ~ ! Artflj ' 
things really do become tough you've K I in 

at least got a fighting chance* These \jStk 
set-pieces {like the falling bricks on fnTTTflVEn 
Level Three or the blades on Level , 
Four) demand to be beaten, which is Q J W 

why Yo! Joel is so compulsive. The ^ 
control method does its best to get in ' 
the way at first but after a while it 
soon becomes second nature, with &k M JMV 
the Price of Persia type leaps initiat- ^1 Mm 
ed with ease (like they should be). mm W&k 
The infinite continues are a real |J| 
bonus, although passcodes would 
have helped because if you want t 
finish the game you II have to do it in one sitting. Still, it's 
more of a pleasure than a chore and time spent on Yo! 
Joe! will be far more enjoyable than playing some of the 
other games released this month. Yo! Joe! may not have 
the polish or finesse of Soccer Kid or Flashback but as 
long as you're prepared to spend some quality time from 
the start then you'll not be disappointed. Trust me on 


72% 
83% 


82% 


if i i A 1 i 



If you've got an AT 200 and you like the sound of Vo! Jo*! 
then rus,h out and snap it up. You'll not find any major dif 
f*rances. r but it's still just as groovy nonetheless- 





Slobby Broughton takes you and his baby 
blobbefts to a blobby place where words 
like 'oblivion' and 'dimension' are always 
just around the corner - universally speak- 
ing, of course. 

tnagine another universe that is altogether a different dimension exist- 
ing on tht_ a edge of our reality - a place of dreams and illusions. This is 
the universe of Blob. A dimension of height a dimension of ground, of 
gravity and time. Here life is but a bounce away from oblivion. Live life on 
the edge - experience Blob, 

As you may have realised, the above paragraph was penned by the 
game's makers in a desperate attempt to give a basic game an interesting 
and exciting air of mystery. Which probably explains why it's such a com- 
plete load of blobloeks. Never mind. 

Onto the plot, Blob's spacecraft has broken down while transporting a 
cargo load of baby blobetts and, as is always the case, parts of the ship 
have been lost and some of the blobbets have wandered off as well. Blob 
has a set time limit in which to search the fifty levels and find all the miss- 
ing spaceship parts and round up the remaining blobbetts still lost or 
trapped. 

It's hard to guess exactly where he must have broken down as the place 
seems to be made up of a number of tiles floating at different levels in 
space. Thus Blob must use his bouncing abilities to get between the levels 
using any of the special tiles with advantageous properties he happens to 
come aero vs. 

You'll need precision positioning all the way as slipping off the edge will 
send you tumbling into infinity, while jumping into the tiles above you 
may give you a nasty bump on the head not to mention deflecting you off 
in the wrong direction towards - yes, you've guessed ft - infinity again! 

Blob's a characteristic little devil and we've not seen many games that 
look like this so what's the score on the doorl This way for the Verdict 
please ladies and gentlemen, 


eve Is aren't always com- 
pleted in the same way. 
Some may rely on a number 
of switches being activated 
while others may have a set 
number of items to collect 
before you move to the 
next level. In some levels 
the exit appears as j red 
tile indicating that you need to res- 
cue a number of litle Blob bets 
(insetj. Mind you, you'll need to 
think about how to get them back 
to the exit as they can't fall as far 
as, you, 




The aliens vary in both 
appearance and style of 
attack. The more common 
baddies are there to simply 
get in your way and push you 
off a specific tile, while others 
can move freely up avid down 
causing damage each time 
they hit you. As well as mobile 
aliens, bad news comes in the farm 
of fans pushing or pulling you to 
your doom as well as gun turrets, 
spinners and slicers. Not looking 
too good for Blob really, is it? 

(Right) The key to success lies m recognising all the different tiles that 
appear throughout the game. Cracked tiles can only be used a few times 
before they crumble away while arrows show you the way to go home 
when levels are too far below to see. Tiles can also show icons that will 
slow you down or speed you up with some holding collectibles that must 
be r er, collected before the level can be completed. The colour of the tiles 

also defines how you bounce on each particular one. 
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MICROLAND BULLETIN BOARD SYSTEM 


0891 990 505 

To Download 



0483 725 905 
To View 


Amiga shareware including flies from the Fred Fish 
Collection plus lots more to download at V32bls, 
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F-ila UlilH#fl, Fonta, Fractal! and Mandflbro**, Gamtl, GraphtCt K IdOfll. LibfJtfWK, 
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whad ycHj a/a looking lor PrcNocok xmodem. y modem zTmodann, kflrrrwl, i*aJ)nh, and uwp 
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ADVERTISERS INDEX 


Bus Step PD , „ page 77 

Cone Design ...page I. B.C. 

Dnkxjem p&gi &9 

Eagle Software poge $4 

t.''_.LJ - , | '....I! 4^1 

Ddi* Marketing,... . page 15 

ESP , page 93 

Efirertainrnerir InrernatMjnal page 63 

Express PD pag E ^ 

Guiding Light pags 93 

Inrermediares .pages 1 0 fh 1 1 

Mail Order Express page 77 

Microprose... page 39 

Ocean Sollware pagus O B C 1 7, 71 

Premier Mail Order..... page S3 

Oxy 10 page 33 

Trevon Design page 77 

US GaM pages I.F.C., 12 

Virgin Games page 4B 


* 

It 
9 
H 
V 
V 

7T 
ft 


ft 


..(043Jf51d9il 
..(03321 2D7797 
.071 606 0624 
,061 361 5730 
(Q48Q r 49644a 
..071 328 2762 
..(Q7Q2 r 600557 
...OBI 343 7337 
,..(0533( 887061 

I(0279i"ob677D 


(06661 504326 

061 332 6633 

(0268^ 271172 


.021 625 6633 
.081 960 2255 




DEPT THO 6 SMITHS AVENUE, 
MARSH, HUDDERSFIEID HD3 4AN 

TEL (0484) 516941 

RUN BY WOMEN FOR THAT BIT MORE! 


LARGE 

SELECTION OF 
EDUCATION AM) 

CLAMOUR 
LOTS OF FONTS 
AM) CI IP ART 

CHEQUES 
PAYABLE IX): 

ALL DISKS 
50O/+/60O/12OO 
COMPATIBLE 
ALSO CHEAP 
ACCESS*) Kl I i-S 
AND SECOND 

HArsn GAMES 


GAMES 

Trek Trivia 
Fruit Machine 2 
Fighting Warriors 
Tetren 

Soccer Cards* 
Strikeball 
Battlements 
Holy Grail 
Game boy Tetris 
Dynamite Dick 
Kthos 

Ghost Ship 

Chess 

Wrex 

Top of 11 le Leag 
Atom Smasher 

MUSIC 

Guns n Roses 
Safe Sex 
Metal Music 
Depeche Mode 
Beatles 

Voice Samples 
Led Zeppelin 
Piano Classics 
Top Gun 
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K.D. Lang 
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Order 

24 HOUR 
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DISKS 
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FREE 
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SYNDICATE 
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Mail Order Express Distribution 
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Zydee External Drive £50.99 
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Ah, the sprints to end them all - 
between ten and thirteen seconds of 
pure adrenalin, unless you're playing 
SSC. The controls for these races 
couldn't be easier to remember. Just 
press Fire to sprint off (wait for the 
gun, though!), then work out how 
much of your player's total energy 
you want use up as you race for the 
finish. Pushing 'right J speeds up 
gradually, Fire will cause your run- 
ner to accelerate in 'bursts 1 , whilst 
pushing 'up 1 will make your athlete 
jump - if you're competing in the 
hurdles, that is. The easiest way to 
win these faces is to hold right for 
about tour or five seconds and then 
press Fire. Exciting, eh? 


Michael Jackson may have been Bad, but 
certainly not as rubbish as JIAicroids' 
supposed sports game.. Simon Byron dishes 
the dirt. 

Occasionally, when an unbelievable game comes along, we here at 
The One like to begin the review or Verdict with a made-up word 
(Dave's 'Glurnph!' which kicked-cjff Superfrog is a memorable exam- 
p!e) r mainly because we can't think of decent adjectives, I suppose that 
Super Sport Challenge would qualify for such a 'word r , but the type which 
would accurately describe Microids' latest Amiga offering wouldn't pass 
Dave's rigorous and family-friendly subbing. He won't even let me use the 
word (snip! - Ed.) r you know. 

If you haven't gathered, Super Sport Challenge is the kind of game which 
was so popular back in the early 80s when Track & Field ruled the arcades, 
only with a slight twist * there's no joystick waggling here, But what you 
will find if you're foolish enough to spend £26 on this sad excuse for a game 
is a pile - and prepare yourself for a swear word here ■ of crap. Here's why... 



the pole vault's dumbest feature is 
the rapidly-changing viewpoint. 
You begin by looking over the ath- 
lete's shoulder but once the pole 
has been firmly embedded in the 
correct position, a side-on view 
appears, making the already awk- 
ward controls even harder to 
grasp. The same can't be said 
about the high jump, though, as 
the screen scrolls into position, but 
leaping the bar is incredibly tough 
and certainly a skill which isn't 
worth learn ing. 




f* - 
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Guess what you have to do in the 
swimming events (IDOm and the 
4*1 00m relay)? That's right, con- 
serve or burn your energy by mov- 
ing left or right as your player 
journeys from end to end and 
press Fire to breathe. The brilliant 
thing about this and all the other 
racing events is that when two 
players are racing the the screen 
keeps up with the one going the 
fastest j meaning that your oppo- 
nent has little Chance to catch up if he make* a mistake. It may be 
funny (well, it made us laugh) but it sure ain J t competitive. 



jr. a.*:: 4 ><fv>* S-J 



(Above) The two throwing events 
require very little joystick manipula- 
tion, and to are very little fun. The 
javelin is basically the 100m sprint 
with an additional Fire at the end 
(lite, wow] and 'putting the shot 1 
requires two taps of the Fire sepa- 
rated only by pushing 'up J for a bit- 
Now I remember when these games 
required genuine skill and not 
patience and trying to stay awake- 
Those were the days... 


The long and triple jump events 
begin like all the rest but you have 
to decide at what rate you want 
your athlete to accelerate by mov- 
ing right whenever you like ( real- 
ty? }. Then, when the springboard is 
in sight, press Fire. There's 
absolutely no difference between 
the control methods for both 
jumps, so the triple jump becomes 
very much a spectator sport after 
you've reached the line, You'd have 
•more fun watching a PD animation 
or something. 




THE REAL 
GAMES 

You may not notice them 
at first; but there are sev- 
eral sub-games hidden 
deep inside Super Sport 
Challenge which are actu- 
ally great fun to play, and 
certainly more enjoyable 
than the main game itself. 
Here's just a few of 
them... 

INPUT THE 
CORRECT CODE 

It's a pity 
that this is 
the first sub- 
game you 
meet as it's 
all downhill 
from here. 
The comput- 
er will give 
you a flag and a number and by 
referring to the manual you 
have to work out which digit 
completes the code. The only 
problem is that if you get it 
right first time then you have to 
reboot to play again. The cast of 
fun is high in Super Sport 
Challenge, 

GUESS THE EVENT 

In between 
events 
you'll be 
presented 
with this 
not-hicjh- 
resolution 
sepia 
graphic 

which is supposed to depict 
what you'll be doing next. Some 
screens are disguised so badly, 
though; that it's often more 
amusing to make up events to 
fit. Like this 1 00m Growing A 
Beard sprint. 

INSERTING THE 
CORRECT DISK 

This is mar- 
vellous fun. 
Sometimes, 
to keep you 
awake and 
on your 
toes, the 
computer 
will request 

another disk - a kind of puzzle. 
If you like - and by matching the 
number shown on the screen to 
the one printed on the disk you 

can proceed with the 'action'. 
Move over, my go ne*t, r . 
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Green issues are an integral part of 
90s society, especially for A 1200 
owners now that Ocean have 
released their first golf game. Simon 
Byron reports on the environment. 


A few months ago we had 
the great idea of setting up 
a golfing competition 
between some showbiz golfers and 
us here at The One> The idea was to 
play nine holes of real golf and nine 
holes of computer golf against a cer- 
tain well-known entertainer and his 
celebrity chum, the winner being 
the player who went round our fic- 
titious course in the least amount of 
strokes, 

I was given the task J setting this 
up so I duly got hold of the star's 
agent and began explaining exactly 
what we were after. "No problem* 4 ' 
same the repty, "It will only cost you 
£15,000.' 

As you can probably guess, there 
was no way we were going to pay 
out kind of money - after all, it 
would virtually wipe out Dave's food 
allowance for the month - so the 
idea was put on hold until we can 
find a down-and-out entertainer 
who'll do anything for a half of Lager 
and free publicity. 

The reason I'm relaying this story 
to you is that Ocean's first attempt 
at a golf game comes with no major 
sportsman or celeb endorsing it - 
and certainly not our greedy show- 
biz J mate\ Nope, it's none other 
than Pringie, purveyors of fine yel- 
low sweaters, who have lent their 
name to International Open Golf 
Championship. 

The manual comes complete with 
^the story of Pringle's unques- 
m tionahle success and details 


loads of facts which are bound to 
impress your mates when you've run 
out of happy things to say to each 
other (like, did you know that Pringlc 
was founded by a Robert Pringle?). 
And if that's not reason enough to 
purchase International Open Golf 
Challenge then I don't know what is. 




There are all kinds of wild n wacky golf variations to choose 
from, many of which must sound a little pervy to golfing 
virgins. If you fancy indulging in such pleasurable' delights at 
Foursomes, Stroke pi ays and Fourballs then this is the place for 
you. Up to four players can participate in each round but you 
can t play against the computer so be prepared for long and 
lonely treks around the course if you haven't got any friends. 





UOU( 



of pull-out menus for your delectation but International Open Golf 
Challenge (I'm getting a bit fed up with typing that all the bloody time, I can tell you - I'll start abbreviating 
soon} has quite literally more of them, all of which contain handy options such as club selection, special 
map views and so on. An option to significantly reduce the detail level and speed up trie game would have 
come in handy, although why A12Q0 owners should need to is beyond me. 




REVIEW 


Oh deary me, IOCG (I told you I'd do it} professes to hairing six different 
camera shots which are supposed to give the impression that you are 
travelling close to the ball as it flies through the air, the view gloriously 
panning around the projectile in wonderful cinematic style, What you 
actually get is a few static screenshots with a tiny group of pixels mov- 
ing in yerky fits and starts. Its almost like not being there at all . 



Ocean reckon that lOGCs 
method of whacking the ball! is 
the most realistic yet, and I'd 
have to agree - 1 pulled a muscle 
when teeing off. Okay, so it's 
not that realistic but it is novel 
and allows most players to feel 
they're initially competent with- 
out making it too easy. Simply 
press the mouse when the cross- 
hair corresponds to where you 
want to strike the ball (chips, 
punches, hooks and slices can be 
performed by varying this posi- 
tion) and away you go 


The amount of power applied to 
the ball has to toe selected from 
one of the four icons at the bot- 
tom of the screen. Okay, so this 
makes the process of hitting the 
ball far less complicated but 
because you can only select from 
quarter-, half-, three-quarter- and 
full-power, there's not a lot of 
scope for small variations. Vou 
can slightly alter the distance 
travels by applying chips and 
punches, but who needs the has- 
sle when a simple power bar 
would have been much easier? 




Once on the green you can pull 
out your putter and begin to 
concentrate on sinking the ball. 
A good or bad feature (depend- 
ing On whatever way you look 
at it J is the Gimme option which 
occurs whenever a player leaves 
the ball teetering over the edge 
of the bote. Rattier than having 
to actually use a bit of skill to 
finish the ho If (God forbid!), 
you can opt to take It as read 
that you* 1 re talented enough to 
pull off the shot and not bother 
with physically proving it- 
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In a genre dominated by 
three top-class golfing games 
(namely MicroPros e Golf r 
PGA Tour Golf and Nick 
Faldo's, er f Golf} it comes as a sur- 
prise to find such a supremely aver- 
age sim appearing from one of the 
most prolific publishers of Amiga 
games. Ff you're only interested in 
putting balls by selecting an appro- 
priate club and tapping the mouse 
button at the correct mom en t in 
time then you II find that 
International Golf enables this with 
relative ease. The control method is 
unusual but not a problem to get to 
grips with and the range of shots is 
exactly what you'd expect from a 
computer sim. But all the better 
golfing games have excelled in par- 
ticular areas (superb fly- by views, 
snazzy graphics, smooth gameplay p 
etc) whereas Ocean's game has 
nothing extra going for it. But that's 
not to «y that it doesn't try. 
There's a wealth of options present- 
ed in a fairly user-friendly style, but 
the options which most people will 
be Interested in - the fly-by and 
camera views - amount to nothing 
more than slideshows consisting of 
several unrelated static screens 
shown in what seems to be a 
random order. When you consider 
the relative speed that AAicroProse 
Go It managed its sweeping camera 
shots {and remember that was with- 
out the high -processing power of the A 1200), 
International Golf comes across as an extremely lazy 

effort. If you're into computer golfing 
with absolutely no useful bells or whis- 
tles then International Golf Is for you 
but if r like me, you've come to expect 
more frqm a golfing game than a sim- 
ple reactions test then I'd advise you to 
look elsewhere. 




No plans for an version, I'm afraid, 

so you'll have to upgrade if you're redlly 
that interested 






Way-aye pet! Will Ze 

and tabs-smoking darts star please step up 
to the oche. Simon Byron's waiting for you 


I've often wandered why people 
choose tennis as a sport. Take 
_ Wimbledon, for example- Yqu run 
around for three or four hours 
(although, in these days of equal 
sexes, it's less if you're a girl) in the 
blazing heat F swiping at a ball trav- 
elling billions of miles an hour and 
grunting for all you're worth, just to 
win a lew quid. 

Gut why bother with all that 
when you can play darts? Just stand 
around for a bit, drinking copious 
amounts of lager r smoking as many 


cigarettes as your lungs can handle, 
getting fat and occasionally chuck- 
ing three light pointy-things at a cir- 
cular board. The only moderately 
exhausting thing you ever need to 
dp is get in and out of your comfy 
chair. 

But then why bother with all that 
when you can play computer darts? 
You don't even need to leave your 
home or chair. And the beer's cheap 
er if you purchase it from an off- 
licence 

So what are you waiting for? 



You can select from a number of 
dart- if h games if you feel like a 
different challenge. The only game 
which is moderately interesting if 
Ten Dart Century where two play- 
erf have to score as near to 100 as 
possible using ten darts. The oth- 
ers (like Football, Dart Bowls, 
Scram and Shanghai) are still fairly playable but basically boil down 
the same game at the end of the day. 




Accurately hitting the best number (which the computer will suggest for 
the sake of the mathematically inept) is made tricky because of the wobbly 
cursor which simulates the effect of fourteen pints of 'amber nectar 1 . Just 
manoeuvre the dart until it is roughly over the number you want to hit 
and press Fir*. If only it was as easy as it sounds. 




Please send cheque/FO's {made out to Premier Mail Order], or advise Visa /Mastercard number and expiry date to: : 
DeptTHO09, 10 Tinkler Side, Basildon, Essex SS14 1LE Tel: 0268 271 1 72 Fax: 0268 271 173 

Telephone Orders: Mon-fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a ' 
P&P em d VAT is included for all UK orders. Please add £2 P&P for Europe and C3.50 for Rest of The World 


Next day delivery service available £4 per item 
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REVIEW 


{Be law) To add items to a charac- 
ter's inventory, simply move the 
cursor over the box which appears 
in the corner of the- display and 
press the right mouse button. 
Calling up the list of Stuff th,'it yOu 
*jwn will inform you of thf nature 
of your acquired goodies. Each 
player has a set limit of the amount 
they can tarry, so decide carefully 
which items you want to take with 
you and which you'll reject. 



MA Design has an almost 
Crackerjack-like effect' cm 
most Amiga owners. When- 
ever you mention the Scottish 
design team you'll no doubt hear 
the reply "Lemmings, " which is a lit 
tie unfair when you consider the 
other great games they've written. 
Walker was particularly excellent as 
was.,, oh dear. Lemmings. 



Well here's another one to add to 
DMlA's track record. Hired Guns is, 
and 111 get this out of the way now, 
an RPG. Now r there are many who 
may be throwing their hats in the 
air, yelling 'Yippee? I've just fin- 
ished King's Beholder Ultima leg 
end 12 and was looking for some- 
thing to keep, me occupied for 
another six months so that I don't 
have to converse with real people" 
but others, who prefer blood and 
guts may well be thinking about 
skipping the next four pages, hop- 
ing to lind a review of Project Bril- 
liant or whatever 

If you fit into the latter category 
then don't. You see, apart from the 
fact that there aren't any shoot- 
'em-ups this issue, Hired Guns is the 
closest we re ever likely to see of a 
true combination of the two genres. 


Rather than being set in days- 
gone- by when elves, ores and dork<; 
roamed the countryside, casting 
spells and nicking kings' daughters. 
Hired Guns takes place far in the 
future. Commanding a group of 
four mercenary-types, you're given 
the task of destroying a production 
plant currently pumping out bil- 
lions of illegal bio-engineered 
organisms. These mutants are 
threatening the existence of life 
itself and if they aren't disposed of 
within 13 local days' then there'll 
be trouble. You know the sort of 
thing - death r mutilations, etc, 

If the scenario, special four- way 
display and wealth of gore aren't 
enough to persuade you that Hired 
Guns really is a different RPG then 
here's something which should. I 
like it 


So you think you're hard, do you? Well let's 
if you can survive as long as Simon Byron 
can in Psygnosis's incredible RFC 


THIS LOOKS A BIT TRICKY 

Okay, to the uninitiated Hired Guns may look a bit bard 
to get into. Wrong - the player interface is very intuitive 
and easy to get to grips with. You always control four 
characters (even in one- player mode) and by moving the 
mouse, joystick or keyboard (the choice is yours) you can 
instruct them to perform different actions* There are four 
screens available to each character (selected by clicking 
on the top of the display) and each has different uses, as 
shown below. 



R E V I E 



The grenade* are 
extremely versatile- and 
deadly- Vou can specify 
how far you want to 
Chuck them by moving 
the cursor towards the 
top of the display (it will 
change to indicate a cir- 
cle which can hp 
anything from only 
slightly filled, which 
means tfie grenade 
won't travel very far r or 
completely coloured in. 
meaning that it will 
explode four "squares' 
away). It's best to try 
and throw them as far 
as possible as the result- 
ing blast can also harm 
you or anyone else in 
your team. 



There will come times when you're hopelessly lo*.t. 
If even the DTS isnt proving too useful then it's 
best to hunt down on* of these extremely helpful 
signs which indicate the general direction you 
should be travelling 


You'll spend most of your time 
concentrating on this screen. 
Everything going on in the game 
world is represented in a 
Dungeon Master kind of way and 
by moving the mouse pointer to 
the edge of the display you can 
instruct each character to move in 
any of the standard RPG 
directions. You can also fire 
weapons, push blocks and pick Un- 
iterm from this screen. 


The inventory contains every item 
each character is carrying and by 
placing certain objects in his or 
her hands you specify exactly 
what weapon or piece of equip- 
ment (from first-aid kits to securi- 
ty passes) will be activated by 
pressing fire on the main screen. 
You can also drop items from here 
(as long as there's room where 
you're standing) for other charac- 
ters to pick up 


Most of your team carry a Digital 
Terrain Scanner (DT5) which auto- 
maps each level as you discover 
rif W areas - The display shows most 
of the surrounding territory but 
doesn't indicate where any of the 
monsters are so you need to be 
constantly on your toes if you wish 
to avoid the troublesome nasties. 


If you're in any doubt as to the 
state of a particular player then 
callingi up the stats should see you 
right Here you can see how fit a 
character is (o<ft means not very), 
find out how big and strong some- 
one is and also see how 
experienced each mercenary has 
become. Only call up this screen in 
a quiet moment as the 3D action 
continues whether you're concen- 
trating on it or not- 





Before you start exploring a new level it's best to equip 
each character with a suitable weapon, Everyone starts 
with one or two guns and a limited supply of ammo andj 
once you've selected which to use, pressing the mouse 
button when the cursor depicts a cross-hair will release a 
wave of bullets or grenades in the direction you're facing. 
Oon't shoot willy-nilly, though, as bullets can also harm 
the other team members, 


(Below) Before you can Start kicking ass you need to 
select a super-hard party of four with which to do 
it. Each potential team member has different abili- 
ties* the most important of which being how recep- 
tee they are bullets in the brain. The eandi dates are 
a right mixture in terms of nationality and age * 
some ranging from a youthful mid -thirties to well 
over a hundred. There's no room for grandads on 
this t 




(Above) Hired Guns can be played by 
either one, two, three or four players, 
with the team divided as equally as possi- 
ble between each. You might think that 
moving four people around on your own 
would be a time' consuming process but if 
you nominate a captain and decide who 
should obey his orders you can instruct 
other characters to play follovw-my-leader. 
This method is ideal for splitting the 
team in two, with a couple of merce- 
naries standing on guard while the 
rest of the party scout about. 




THE VERDICT T 




vfiuper: DMA 


JtfKtybOiT'fll.' J attack 



It's not unusual to find 
every member of the 

party under attack but 
Hired Guns makes pro- 
tecting the group easy 
indeed. Just move the 
cursor from window to 
window, pressing fire 
when needs be and 
within a few moments 
you should find the 
threat eliminated (if 
you're- lucky). If your 
weapons do run out of 
ammo then clicking the 
right mouse button will 
reload your gun, 


Death comes to us all eventually but If 
you're a character in Hired Guns- then 
you J d better make sure your life insur- 
ance premiums are all paid up. 
Whenever one of your team sustains 
too much damage the display changes 
to inform you of their sad demise and 
that person plays no further part in 
the game. Any useful items they may 
have been carrying are left on the 
ground where they fell, just waiting to 
be collected by another team member. 
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Hired Guns allows you to play either training missions, quick action games 
or a full-blown campaign, the plot of which was outlined earlier if you are 
attempting to destroy the engineering complex then you need to complete 
a series of bite-sized levels by clearing certain sectors of the world map. You 
can choose which route you wish to take from the campaign map as long as 
you move from a successfully completed territory to a neighbouring pne- 



The game recommends that you have 2Mb of RAM to run 
Hired Guns and sample its atmospheric sound effects in all 
their glory. A 500/600 owners aren't short-changed in any 
way but if you've got an A 1200 then you'll be treated to a 
few extra sounds here and there. 
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CD32 version; 21st Century 
Entertainment £TBA. 

You may not know this, but we 
share an office with a magazine 
called PC Review. They're a bunch of 
sad individuals who patter about 
the place day in r day out installing 
RPGs onto their hard- drives and try- 
to remain enthusiastic about 
sound card s and 'VGA', what ewer 
that is. 

it's very rare to find them playing 
a game requiring more than a cou- 
ple of mouse clicks a 
minute so when an 
arcade gam*> 
comes in (like 
Zool, for exam- * 
pie, which hav 
only recently 
been converted, 
would you 
be Neve?) they slip 
into a state of confi!^^* - *^ {'.> 
sign and have to [<ji 
reactions' in the dkti 
to find out what t b&y.'^ip^^V 
and hfi*£ to use them, S^* 1 
Thtf/cyrrent piece of 
software undergoing their 
rigorous playtesting is Pin- 
ball preams, the prequel to 
the game which has just 
arrived for the CD32 fi^g 
conversion to the PC, Pinball 
Dreams has last a lot of its 
original Amiga charm - the 
scrolling is so slow it may as 
well be flick screen and to 
speed the game up on an 
average PC you have to turn 
off the 'sound', which 
doesn't amount to much 
more than a couple of beeps 
here and there anyway 
Great. 

We re always ridiculing 
them about how the Amiga 
much, much better than their 
complicated and tedious machines. 
It's just friendly rivalry but occa- 
sionally trump cards are played 
which add a new dimension to the 
conflict. Their Day of the Tentacle is 
one such game - we found it hard to 
argue about how Amiga adventures 
are superior to theirs after 
LucasArts s latest and greatest. Up 
until recently it seemed as if we'd 
lost the war 

Then the reserves were called in 
and our new super- destructive 
weapon was finally unveiled - the 
CD32, And by a strange and curious 
twist of fate, Pinball Fantasies was 
also drafted in. Much jeering and 
abuse ensued as a PC and the CD32 
were sat next to each other and 
both pinball games were loaded up. 
Both sets of journalists stood side- 
toy-side, poking, each other in the 
ribs until Boom! The One 1 - PC 
Review Crying. 

Now most of us know how bril- 
liant the A 500/600 version of Pinball 


Fantasies was but new Amiga own- 
ers may be a tad confused as to why 
it's such an impressive game. Basi- 
cally, it's smoothest pinball simula- 
tion ever seen on the Amiga with a 
ball which moves so realistically it 
looks as if it's in danger of smashing 
through the screen. 

The game scored impressively at 
the tail -end of last year and, whilst 
there aren r t any major improve- 
ments other than a few aesthetic 
differences and CD sound (a couple 
of brilliant runes, one very Richard 
CJayderman-ish, which have been 
created in a proper recording studio 
and everything), it's even better 
lhan the H5 bit incarnation Some- 

JlQW, ■ 3 h 
'"^j^li-fpur tiifetes have been hand- 
le-drafted in glorious 2bS colours 
which give them a far more real- 
istic look. The bah can stilt be occa- 
sionally lost amongst the flashing 
lights and bonus^switches but the 
stances of tb^ occurring happen 


nly about ai t «}ftw V ou d get 
ith 


t^e real t 
Th a few subtle gameplay 

differences wr^kh aren't irnmedi 
ately apparent but it's safe to say 
that the CfiJZ version just feels' 
slightly Setter which may have 
something to do with the joy pad. 
I nit Sally you're left wondering why 
21 st Century didn't use the two but- 
tons on the front of the joy pad for 
both the flippers but after a while 
you soon forget that you're holding 
anything in your hands - it's as if 
you're thwacking the ball by send- 
ing brain-signals directly info the 
Amiga CD32. 

21st Century have taken a brave 
step by making sure that Pinball 
Fantasies is one of the first CD32 
games. It won t grab people while 
they're browsing through Dixons 
like, say, Microcosm will do but in- 
store demos are likely to ^hift the 
game by the box-load as people 
realise that this is probably the clos- 
est they'll ever come to actually 
owning a pinball machine that 
doesn't guzzle fifty pees at a fright- 
ening rate. 



Ameagre Prices for Amiga Users 
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Credit card orders 10 am to 10 pm 

071 608 0624 

7 days a week (not an answerphone) 

. on can also FAX your order to 071 608 0688 


VISA 
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DataGEM 

has supplied connpuler 
nardwafe arx) stinware 
to tens of ^houstfirrfe 
ut sali&1 cd CLStofTTers 
since 1987 

Amiga Atari PC Sega 

T,-usf us to iHjw a* 1 you • 
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DataGEM Ltd 

Department THO 
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rite again Matt Broughton and 
5imon Byron dress in similar 


budget 
come t 


clothes, share private jokes and 
generally act like Little and Large 
as they join forces to present the 
idden area of the magazine that 
ivn as.... Replays! 


THE SECRET OF MONKEY 
ISLAND 

Kixx XL £12.99 

What can I say about this? It has to be one of the most popular adventure games in the 
history of the Amiga. Even now, two years after the game's original release, I still receive 
literally dozens of letters for the Games Surgery every week asking for help on it r and no 
doubt it will only get worse as it gets released on budget. Oh great I just can't wait- 
It seems a bit silly to describe the game because I'm sure that even if you don't already 
own Monkey Island you know about it from some source or other after all these years. 
When it was first released it twinkled like a bright star, due mainly to the user-friendly 
point and click' interface, quirky g rap hie s, abstract puzzles, dodgy humour and silly char- 
acters, and the good news is it stills twinkles today. 

As Guy brush Threepwood r you are set the task of becoming a fully-fledged pirate by 
solving the many and varied tasks and puzzles that are thrown at you along the way. And, 
believe me, they really are varied - sliding down cables on rubber chickens and swap- 
ping gopher repellent for cakes all seem fairly normal things to do once you've been 
playing this for a while. You never get used to the dreadful jokes though' 

You may have picked up objects and used them before, but never like this. You may 
have had conversations with people, but never as stupid and as pointless as this. Monkey 
Island offers you the chance to groan and weep as you are teased with horrendously 
stupid puzzles while being wound up by incredibly frustrating characters that just won't 
do what you want them to until you've had some sitly con- 
versation with them. 

Talking to other characters is performed selecting lines of 
speech from a number of options, thus heading the conver- 
sation into specific areas. Object manipulation is simply a mat- 
ter of clicking onto the required object and giving the correct 
command (use, give, open, etc.) while wandering around the 
screen is also just a matter of clicking your mouse. 

It all works like a dream and there really is no excuse for 
not owning this milestone in Amiga history now that it's out 
on budget - just don r t write to me when you can't get the 
Navigator's head off the cannibals! [MB] 
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The Hit Squad £9.99 

I've newer been one of the people that played golf game* in the office at 
lunchtime mainly because I've never known golf well enough to choose the right 
_ciub or know which way to shoot into the wind and all that F but all the same 
I've just enjoyed myself thoroughly thanks io this little Accolade game. 

You have the choice of four I S hole courses: St Andrews, Augusta National, Peb- 
ble Beach and a fictitious course called Bush Hill Country Club. You also have the 
option to load up the 'course architect 1 program that was used to produce all these 
courses and design your own or modify those already in existence. 

Anyone into these golf games will be f am ili-.it with the control system, but just 
in case you're new to these things I'll give you a quick brief. One of the best fea- 
tures of this version is that the machine automatically pick* the best club depend- 
ing on distance and terrain, so all you have to worry about is giving the shot the 
best power and direction. 

This is done by three clicks on the mouse: the first one sets a slider moving up 
a percentage bar; the second one stops the slider on the desired power and sends 
the slider hack down towards the J snap bar*, and the third determines whether 
you hit the ball straight or to the left or right. 

Once you get onto the green it's all controlled much the sam e> although with an 
overhead view and a line to be moved to indicate the ball direction. Arrows show 
any undulations in the green and must be compensated lor. 

And that's it! The graphics and sound are very simple but that really doesn't 
matter because it's damn good f un F especially if you get a gang of people playing 
at once. The map editor also increases the fun potential, so if you've ever fan- 
cied a go at one of these golf games now's your chance. [MB] 
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HARDBALL 

The Hit Squad £9 99 

This budget offering follows the standard presenta- 
tion for games of this type, i.e. close-up view for 
pitching and batting, moving back to an overall 
view of the pitch complete with an over-head position 
map for the f ieldinq 

Batting is a simple affair you just hold the direction of 
your strike and hitting the fire button to swing. The com- 
puter takes control of your running, giving you the chance 
to steal a further base once you're safe on the first. 

Pitching is a bit more involved with a number of options 
that need to be preselected before the hall is actually 
thrown, Choose from fastball, curve-ball, screwball, etc., 
and then give the throw a general direction. Providing 
your opponent hits the balL the view then jumps back to 
show the overall pitch area and the flight of the ball. 

A shadow shows exactly where the ball is and your 
nearest fielder will flash (I beg your pardon? - Ed.) while 
he's under your control If you're able to make the catch, 
you can then choose which base to throw to by checking 
the overhead map and judging which runner you are most 
likely to get out. There are also some general management 
options which deal with choosing players and organising 
fielder patterns 

Hardball is fairly entertaining but a bit on the unfair 
side. When you're batting the ball always seems to go 
straight to the waiting arms of the computer, but when 
you're fielding your men seem to be all over the place. 
The graphics aren't too brilliant but do their job while the 
sound cheers and plays little tunes now and then. The ball 
seems to have a gravity all of its own (some times your 
men are able to run faster than the ball!) and it all plays a 
little bit too primitively for my liking, but I didn't have too 
bad a time while reviewing this All the same, 
k J s still only for the real 
enthusiasts I M H | 
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KNIGHTS OF THE SKY 

iCixx XL £12 


Let s cut the crap and get straight to the point. Knights of the Sky is blumminr brilliant. 
You want more? Sicjh . Here goes... 

Basically, the beauty of Knights of the Sky that it deals with the era when planer wert 3 
no more than bikes with wings. You'll not find super-high-tech war planes travelling at the 
the speed of light here or combat as complex as 'shoot the dot which appears on the 
radar with your heat-seeking missiles 1 . 

Nope, to notch a kill onto your combat belt in KOTS you have to physically track down 
the enemy planes (there's no radar here, my boy) r indulge in a spot of dogfight ing and 
gradually pick off parts of their aircraft until they can no longer cling to the skies - which 
is much more fun, if you ask me. 

The 3D movement isn't quite as smooth as Combat Air Patrol or as lovely as Gunship 
2000 but technkolour buildings and other assorted what-nots aren't really needed - and 
even if they were included you wouldn't spend that much time admiring them, 

Gameplay-wise it can't be faulted. You can participate in single missions, full-blown cam- 
paigns or r best of alL one-on-one dogfights against notorious and feared enemy pilots like 
the Red Baron. When you know you've got a cocky individual four feet away from you 
there's a real incentive to finish him off as each kill is noted and added to your overall score. 

Up until recently this would get my vote for best Amiga flight sim and the two which 
possibly surpass it, Combat Air Patrol and Gunship 2000, are completely different games. 
If you're after a flight sim which is just a little bit different then you've no excuse not to 
snap this up. Plane games have never been marp fun. [SB] 
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S.C.I. 
(CHASE H.Q. 2) 

The Hit Squad £9.99 

As an agent of the Bureau of Special Criminal 
Investigations you have seen some pretty hairy 
things in your time {oo-er) but never have you 
had such an important mission am this* The President's 
brain is missing. Well actually, the Mayor's daughter 
has been kidnapped, but I prefer Hie first saying. 

The Mayor's daughter is being held captive in ft 
warehouse somewhere on the southside of town and 
it's down to you to work your way through six road- 
racing missions, collecting clues that will eventually 
lead you to the girl's location. You're under a tight 
time limit as the only thing she has for company is a 
time bomb stapled to her tegs. 

Carrying on from Chase H»Q, this sequel offers more 
of the same in the guise of a 'behind the car r viewed 
thase- r n r -shoot game. There are a large number of non- 
hostile cars and bikes on the road that must be avoid- 
ed as any collisions will slow you down considerably, 
wasting precious seconds. Once you've located the 
enemy car it's down to you to inflict as much damage 
on it as possible by ramming or shooting it. 

Weapon power- ups are dropped by helicopter every 
now and then p upgrading your pistol to a hard-core 
weapon such as a rocket launcher, and a limited num- 
ber of turbo boosts are available with a tap on the 
space bar. Do enough damage and the baddy will be 
forced to pull over, completing the mission -simple. 

The graphics are clear and the sound plays its part 
well* The gameplay is a bit repetitive after a while and 
I didn't find it particularly thrilling, but you 
might get £10 worth of fun 
out of it. [MB] 



PROFESSIONAL ^^fc. 

FOOTBALL JMSTE RS ffi 


Mil ^ * 


Football Masters is the very latest Mnlri-MiimiHpr Football Simulator for 16 bit 
mnipiilm. After 5 yeara of development wc arc proud to armotnic-*: ihr reluaiieof 
the most coknp^h^Hve football management game ever. This is the fourth and 
final revision . fr's ^itinq to t«*.t ytxir skills right m m! features Indiide?- 

Mul(rMai»ger game for 1 eg 4 Players. Three lewis of difficulty ■ *S Mispnuh A^i1 ri L.l7| 

Chcrae six from fifteen Tactics. The player Formal ir -.urn it- is ilk- most versatile ever treated. 

Von ran inspec t ruMarty tfSI OpiiH merits Stalls-Iks and you can see all Pitch Sizes 

Match highlighls minute hy nunule. make subslitutions or team changes at any lime. Live lnjuari.es. 
yellowAed cards and named goabcorers. Mtlctl Rrfrwirt with poMraskm, number of shfris etc. 

Tull UK and European Cup itinerary IncUjdes FA., League , Zenith Da la , Autoglass. European. Cup 
Wim iK-! •., di *.i ^.""E-'FA Cups. All cup match rules nave been made as accurate as possible- Two leg ites. 
Extra lime, Away goat rule. Seedted draw*. Europe* Mini Leagues, etc. You can physical 
participate in any Penalty ShootOU!; fullv animated graphics, controlkd by joystick and/or rnouse 
All 4 league divisici (mrliul^ Prnmrr) wllti play-offs and league expulsion. 

Real initial, surname, league career records., height and age entered for all players as at the start of 
the 92/93 Season Sewn skltt ratings per player, separate ones for ^cHalkeiepeTS Flu* \ fi other 
special attributes hke Caplain, Super Subs & Mobilily Player* Pwlewed Foot. 

A laruefy and Teal time transfer market, with ail approach facluty. negotiaie wages and contacts, 
includes Foreign TfnHSftrtlott*. Flu* loans, free transfers and trainees. Unique andsirrtpktraSrvlrig 
system to impfCAie player skills. ST 512K version excludes penalty sequence. 

High Quality printer iacibties to Iis4 all the vital rnformatiyn Mosses of historical statistics on past 
games, players and maTiLii|fT RiviUih Gate Capacities and Ground Improvements 

Quick game da(8 load and saw. AIL screens updated quickly and displayed in a yk\i>.-iirt format, which 
is easy to use and camfortabte to read . Fully muuse Operated - Prinicd Instruction booklet with plenty 
of diagrams. An Editor is available <a* an extra) io add flexibility lo the new or sawd games. 
An options screen alliens some of ihe above to be switched off if so desired Others r -<:i iiiontlorwd 
above knclude Show All Goalscorers (when possible} <md Shcn* Trar\*ler News . 


NEW ENHANCED 92/93 VERSION 




,i WANTEDS Sports related programs or programmers 


Bold text hiahliahts new features. StoMisli version also .-available. 


There are many, many other iLttle things lhat makethrs game the most addictive and accurate 
interprets lion of a Foolball Managers season. It would be Impossible to list all the features in 
this eduert but we assure yxxj that this the best. We have thousands of satisfied customers 
from our previous edition of this game, many are still playing it 2 years after purchase. See 
the order iann beLuw lor details on how to order this incredible game. Available fox all Atari 
ST's and Amiga's. PC WINDOWS version coming soon, €■ 1992 



Am amazing graphical slrategic 
simulator that's fun and easy to play 
for all the family. 0, 1 or 2 players Ofl 
keyboard . mouse or joysiick. Pick vour 
moves from the selection, available 
and watch your animated warrior battle 
it out. Watch ihe energy bar Indicators 
.nr. ii ii ■ :i ir ne>t1 1 now EdBt Wi « 4k r*- 
[jlu> many olher features. 

Amiga 1MB RAM Only £19.95 


STABLE Mf\$TEtZS 


Four years of development by a rac ing expert has led 
1o l he release of this great strategy Horse Kacinq 
simulation You can participate as the Owner, Trainer 
and or Beitiny Punter in. this remarkable game . As the 
trainer you must try to discover the horses ideal racing 
conditions (mainly distal :lv & going). Animated race 
display, formbook, 200 horses with ' independent 
personal profiles, tipsters, simple, mouse and icon 
menu selection. Many other items, are included 

Amiga 1MB or any Atari ST. Only £19.95 


24 HOUR CREDIT CARD HOT-LINE 


(0702) 600557 


Answer Pnorv Otuii? Office Hours 
FAX (0702) 613747 


TiJt A II ADrVEDC ^ ^ progjams dbteied in ihis advert are unh 
JVI/\ L %J J lLlLtl9 availabb thmugti direct mail from ESP Software, 


N,\rii-' 


1 lia^e an 


available through direct mail from ESP Software. 
Address ra>,»«a* ■■■ ■ ■■ 

PcKtcocte Tel 

_ computer, please send me the following items: 


Quantity 


De scription 


(English or Scottish) * 


Professional Football Masters 51 2K (ST Only) 


Professional Football Masters 1MB 


P.F.M. Editor (Not Fo r Amiga)' 


Wrestling Makers (Amiga 1MB} 


Stable Masters (Amiga 1M B or An^ 5TJ 


Amicja RAM Expansion 


POSTACir. <Non UK Only) 


fyou hiMC .i -cheque guarantee card or credit card pfewc u-tiIi- i|s -i.hhN-i ■ n 'In- 
oi vwr iji.tj oji i uhil I-M--I1I-. iU<|vxl K undiln 4-3 heers of rcccyx 


Unit Cost 


1 9.95 
24.95 


1 LT CM i 


19 % 


19 95 


27 00 


LOO 


Total 


I enclose a Cneque/PostaJ Order made payable to ESP SOFTWARE- 
Cut out and post iNs form toHphotocopies or written orders are acceptable! E. O F- 
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CHEAT LINES 

AMIGA GAMES ONE 0»91 445 786 

CHEATS GALORE (say yvs itir Aiiilg*) 0891 101 234 

ST GAMES LINE 0891 445 787 

ALL CHEATLiN E ^ I .PDATED EVERY WFRK 
INTEJIACIWE GAME SOLUTIONS 
THE CHAOS ENGINE 0891 445 936 

DESERT STRIKE 0891 445 953 

CHUCKROCK 2 0891 445 946 

STREETFIGHTER 2 0891 445 927 

TIIE IMMORTAL 0891 445 928 

FOR FULL INFORM ATION ON ALL OUR SERVICES 
DIAL 0891 445 904 

DO YOU OWN A GAME IHATS DRIVING YOU NUTS? TELL 

mi; about it. call our >e^ qitstio^s and answi - ks stk\ k :t: t>% : 

0891 66 80 12 

\\i> I I T U!S DO THE HEAD SCRATCHING! 
HAVE YOU GOT WHAT IT TAKES yoR Till: t I.J I MATE QITST 

DIAL: 0891 101 2« AND FIND OUT ! 
WHAT DID YOU tKl I AST WTEK ? FIND OUT WHAT WE DID ON 0891 101 235 

PLEASE ASK PERMISSION TF YOU IX3NT PAY THE PHONE HILL. YO( : WILL UL GtVi-N 
[\FOKMATION REGARDING RELATED SERVICES MAXIMUM CALL CI IAKGE j£3.60 


GUIDING LIGHT COMPL1TER SER \ K I S I I I) 
FO Bt )X 17 ASHTON - UNDER LYNE OL7 0NN 

Calls cost 36p/min Cheap Rule & 48p/min All other Times 
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Can you smell something strange on the 
horizon? Yes, once again Kill Zone is striding 
heroically towards us in a heroic kind of way 
with a f righteningly useful bunch of grapes 
tucked under its arm. Get ready to receive 
our Syndicate player's guide, continuing 
solutions for Worlds of Legend and 
Abandoned Places 2 not to mention the start 
of the Ishar 2 solution. You'll also find War in 

The Gulf and Trans a ret ica in there 
somewhere, all rounded off with Snip Tips 

and a cherry on top. Enjoy- 




long as is safe, giving you time to famil- 
iarise yourself with the game mechan- 
ics. If you bring in too many r then 
there's too many openings for you To 
lose agents as you concentrate on indi- 
viduals. When you feel up to the chal- 
lenge start increasing the sife of your 
teams gradually and use the Group 
mode to make things easier. Get the 
hang of that and the skies the limit! 


YOU'RE BARRED, 
MATE! 

It's also well worth your time getting 
used to altering the slider bars for each 
agent. The manual will explain full/ 
what the slider bars are for, in so far as 
tailoring each agent's performance, and 
may make it look deceptively simple. 
Don't be fooled, as the system itself is 
actually quite tricky. 


Each bar has three different levels 
which can be set: the actual level, the 
grabber level and the natural level, 
which are marked as the lighter bar r the 
darker bar and the white line respec- 
tively, The level that you have most con- 
trol over is the actual level, which 
affects the agent directly. Moving it 
higher, to the right of the natural level, 
raises the amount of fluid in the body, 
whereas moving it to the left lowers it. 

The grabber level represents the 
body's immune defence system, work* 
ing against the changes you make. Too 
much or too little fluid for any period 
of tim* can damage the agent's body 
and this is something that the grabber 
bar tries to rectify. In short, it slowly 
moves towards the natural level, drag- 
ging the actual level with it r so don't 
expect any of your more drastic 
changes to last for any length of time. 

One other point to note when shift- 
ing levels around is that the body can't 


put up with radical changes for any 
length of time. It gets tired and this 
causes the grabber level to start react- 
ing that little bit faster. In short, you 
won't be able to have agents racing at 
full pelt indefinitely, so when you've put 
an agent through a spell of high activ- 
ity r find a quiet spot and rest them. If 
you can, rei,i them before you put them 
through any strain too, as this will make 
them far more resident to the changes 
when the time comes to strike the iron. 

If you aren't sure how to rest, then 
here's what you do: lust move the actu- 
al level to the left, which will trick the 
body's defences into giving you longer 
periods of high fluid. 

If you're confused about what the 
bars actually do, then here's a quick run 
down. The first bar, the Adrenalin level, 
acts on the agent's speed, If the 
adrenalin level is high, the agent will 
run far faster and il it is low, he will 
rest. The beauty of resting the adrenalin 
levels is that it helps wounds repair 
themselves faster. 

Perception levels affect-.well r per- 
ception really Basically, the higher the 
perception levels the more aware an 
agent is of his surroundings, resulting 
in more accurate shooting for example 
- perfect for sniping. Always check the 
perception levels of an agent before 
using him for armed combat as low 
perception will just result in shots going 
wide of the mark. However, with an 
automatic or semi-automatic weapon 
low perception is exactly what you neon 1 
for long, wide swings, mowing down 
crowds of enemy agents. 

Finally we come to Intelligence, 
which uoverns how the agent wiill react 


to situations, High intelligence wil 
mean that an agent will kill anyone he 
sees to be a threat if he is armed ano 
flee from danger if he isn't. This is per- 
fect for clearing potentially hostile 
buildings. If the agent is in a situation 
where you don't actually want him to 
go around killing people - he's sut- 
rounded by police, for example - then 
lower the intelligence and he will just 
stand there like a lemon. 


READING AND 
SIGHTING 

Once you have the hang of setting up 
and controlling your agents, you can 
turn your attention to the missions 
themselves. Possibly the most impor" 
tant thing you can do is read the brief 
ing . This might sound like an odd thing 
to watch out for but too many people 
skip over the briefing screen In their 
haste to get at the action. This will 
merely consign you to an earty grave. 
Read the information thoroughly and 
spend the money necessary to get 
whatever extra information you can- 
Once you J ve read the briefing then you 
can decide on the equipment to take 
with you. Here's the full run down on 
the weapons available to you: 

■ The pistol is a free and fairly effec- 
tive weapon and has a slightly longer 
range *han the shotgun. Although we 
wouldn't strongly recommend it as a 
main weapon, it J s fine as a back up, or 
for use when the opposition are armed 
with shotguns, 

■ The shotgun is cheap and more 
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powerful than the pistol. Ideal for close- 
up work, the best way to use it is to 
hide- in doorways, wait for an opposing 
agent to open it and then open fire-. 

■ The Uzi will quickly become the 
backbone of many of your operations. 
Quite cheap but easily maintained, it 
can be used in a variety of situations 
but uses up ammunition like you would 
not believe. 

* The Flamer is the most lethal close 
range weapon there is. The best tactics 
to employ with it is along the same 
lines as the shotgun. One thing to 
watch out for is the weight - unmodi- 
fied ayents should really steer clear of 
this one, as it can wear them out in no 
time. 

* The Long Range rifle is ideal for 
sniping, Give it to an agent, mount him 
on a rooftop some distance from the 
balde zone and let him pick off enemy 
agents in his own time, Although it 
can't really be used against enemy vehi- 
cles, it's great for emptying areas of 
opposing units, 

* The minj-gun is about as good as 
an automatic weapon can get. Single 
bursts of this are all you need to wipe 
out all but the toughest of agents and 
vehicles. Towards the end of the game 
this should replace the Uzi as the stan- 
dard armament for your units- Again, 
though, watch out for the weight. 
L. ■iTiodified agents should steer dear of 
this one too. 

* The laser is pure anti-tank weapon- 
ry, with a very long range. The ideal 
back-up weapon, it'll make canned 
spam out of the hardest vehicles the 
enemv has to throw at vou. 


- a portable missile launcher that spits 
napalm missiles. It only has a short 
range but the most devastating explo- 
sion imaginable. Fire it into an enclosed 
5 pace and get ready to roast those 
marsh mallows. The time bomb works 
in exactly the same way, except rather 
than firing it, you'll need to actually 
carry it in and drop it on the spot - then 
run like hell! 


JUIINTY TAC TICS 

Now you actually have the hang of your 
team and their weapons, let's talk tac- 
tics. Using group mode is all very well 
and can work wonderfully against large 
targets - when you instruct one agent 
to open fire, they all open fire. 
However, moving around in a group 
like this leaves you open to attack, so 
it can be useful to use the scatter 
option. 

During long bouts of combat it can 
be a great advantage to you to have 
your agents ail over the place. This way 
you can surround the opposition and 
come in firing at all angles - the enemy 
can't fire in all directions at once. Use a 
similar tactic when defending an area: 
Look around carefully and decide where 
the more likely attack positions will be 
and then scatter your agents liberally 
around them. 

When you are used to both group 
mode and scatter mode there are some 
other, slightly more complicated ways 
of moving about that you might like to 
master, The skirmish line is an excellent 
full frontal attack. With this all vou do 


then walk forwards toward the enemy 
When the opposition is engaged, 
instruct your men to fire on one spot. 

Taking a leaf from fighter aircraft, 
you might want to try the drag forma- 
tion. This involves a point man, who 
should be heavily armoured taking thp 
lead, two flank agents a couple of 
blocks behind and stood to either side 
and a support agent further back 
armed with long range weaponry. With 
this formation, the point man locates 
the enemy and the flank agents take 
them out. If the flank can t take the flak 
then the support agent can step in and 
finish everything off. 

Guards can be a real pain to deal 
with r especially with so many of them 
stuck in out of the way places. 
Essentially there are four different ways 
you will encounter guards, so here are 
the four different ways of dealing with 
them. 

■ For guards who just stand out in 
the open shoot them with a long range 
rifle. 


* For guards who stand in the open 
but are suddenly very close to you (if 
you round a corner and walk straight 
int6 one) then split the party in two and 
attack from two directions. Better still 
is to get a car (the easiest way to do this 
is to shoot a car a coupie of frmes until 
the driver gets out and runs away) and 
just drive past them with a shotgun 
blazing. 

• For those really nasty guards who 
stand on road bridges just run them 
down or drive past them as fast as you 
can and shoot them on the way. 

■ Finally, you have the kind of guard 
that hides behind closed doors. For 
these, just get in close to the door, be 
ready with a shotgun, boost the agent's 
intelligence and perception, turn the 
adrenalrn right up and then open the 
door. 

With your new found knowledge 
and understanding, it shouldn't take 
you any time at all in becoming the 
despotic ruler of the entire planet. 
Happy hunting. 



■ Finally, we come to the Gauss gun is line your men up side-by-bide c*nd 
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LEVEL 1 

After completing your tasks it 
Kishyai you will have been given a 
dark key, giving you access to the 
Keep of lyoto which is where you 
should find yourself now. If you 
don't, then get over here as quick as 
you can. We're all waiting for you, 
you know! Once you get here take 
a look at the map. It might look con- 


fusing, but in fact there isn't a hell 
of a lot going on. You start in room 
5, where a sign reads "Castle Vaults. 
It is hereby decreed.,,". You'll need 
to use the dark key here to get 
through the south door. 

The only two rooms of any real 
interest on this level are Rooms 1 1 
and 1 B, both of which are puzzle 
rooms. Get through those and then 
head for Room 24, which contains 
some steps leading down to the 
level below. See you down there in 
a few minutes! 



This is quite a short and simple 
rtiom but we're still going to tell 
you how to do it. All you need to do 
in this room is reach the south exit. 
IMo r it isn't that easy? For the *ake of 
ease, I will refer to characters by let- 
ter. Unless stated, H doesn't matter 
who is A or who is B, etc just keep 
the characters constant for each 
room, OK? 

Right, first move character A onto 
the teleport pad marked T"L That 
person will be teleported back and 
forth between teleport pads T2 and 
T3 over and over again. Probably 


get further along the line. Yew 
eventual aim is to reach the west 
exit. 

The first floor switch will teleport 
a character to one of the three sku 
tiles by the south entrance. To gel 
past the switch you will need to 
occupy all three skull tiles. This is 
the same principle that applies toal 
the switch tiles in this room. When 
you have a character past the fir 
switch, leave by the west exit anil 
return with the crystal key. Now per- 
form the same routine for floor 
switch SW2 f this time heading 
north. 
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worth doing something about it, s.o 
get the Runem aster to cast Missile 
Dispell Paralyse Teleport at pad TJ 
until character A stops bouncing all 
over the shop- This might take a 
couple of attempts 

Now move character A to the 
front of the long chest r where 
he/she can open it and take out the 
ruby key. Mow use the key to open 
the south door. There - told you it 
was easy! 

■ 

ROOM 18 

The sign at the start of this room 
tells you straight away that this will 
involve a little bit of leap f rogging, 
Just in case you haven't played the 
game - and to be honest I could 
never understand the point of it 
myself (mind you r I could never 
quite understand the rules of 
Cowboys and Indians, but I digress] 
- it involve leaping ox>Qr People to 


Your only problem with this level 
will happen when you return with 
the emerald key. Stand three char- 
acters on the skull tiles in the north 
of the room and stand the last char- 
acter on SW3. Now use Missile 
Teleport to make each character 
leap to the next set of skull tiles. 
With that done, you can now walk 
someone to 5W4 and unlock the 
west exit. 

LEVEL 2 

Yet another complicated-looking 
map. The first room you come to 
contains a sign, as they always seem 
to r th\s one reading "The mark of 
chaos... J \ There are only a couple of 
things to do on this floor. First off, 
check out Room 7 r otherwise known 
as yet another one of those puzzle 
rooms, and Room 16, which has a 
rather interesting siyn which tells of 
dormant magic! 
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So r you managed to struggle through Imperia and even made it through Kishyai! 
Don't rest yet, as there's still plenty more to do in this, the second part our complete 
Son On The Empire solution. 



The best room of all, however, on the other side of the water, has 

h3 5 to be Room 17. Yes, it's another access to the north. By the way, you 

puzzle room H but it also holds the won't be able to use the second 

second amulet shard. So all you character until you have entered 

need to do is get to that room, solve this room using the Silver key. 

the puzzle, and then return to Once B' has reached the middle 

Auntie Sush iana . What's more, of the room r push the lever marked 

we re even going to tell you how to PL2 r This will move the skull tile 

solve the puzzle? We spoil you marked 5Kb eastwards. Now you 

something rotten, we really do, can walk character B to the north 

exit. A warning - as you step off the 

ROOM 7 skull tile in the north east it will turn 

This one might look tricky but it isn't to water, 

rea lly . The first t hi ng you n eed to d o Wh en ret u r n i ng t h rou g h this 

is get character A to push skull tile room use the north-west floor 

SKa eastward twice, The tile moves switch to move skulttile SKa back to 

east one square each time a nd mov- the west so that the entire party can 

ing it twice means that character B r cross and leave by the south door 




ROOM 17 

In here you will find the second part 
of the amulet, If you want to know r 
it's in the chest in the north-east 
corner. Before you can get to it, 
though, you'll need to stand three 
characters on the three floor runes 
near the entrance. Now walk the 
remaining character onto the tele- 
port pad marked T1 , 
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when that character reappears 
get them to push the lever on PB 
and step back as bolts fly in every 
direction. Wow step onto pad Tl, 
and the column will disappear! Push 
PB again and step onto the floor 
rune east of T2 - the spikes will 
lower, Now you can just walk to the 
chest and take the amulet! Isn't life 
grand? 


ROOM 7 


s 

o 


01 


WWSK 


SK 


w 


33 


t 

A 



WW 

rr 


SK 


WW 

w 


w 


SK 


SK 


5K 


IN' 


W 


99 


U. 

o 


o 

3 




Tokiama 

LEVEL 1 

Another key, another dungeon. This 
time you're in for some real action. 
From your start room r you have the 
choice of two doors leading south. 
Well, you don't really, as one of 
them just won't budge. To get 


Other rooms of interest include 
the magnificent Room 15, a puzzle 
room, and the stunning Room 32, 
which not only holds the third shard 
but is also a puzzle room. 

Room 28 can only be reached 
once you have completed Level 2 r 
The lever in here should be pulled 
three times, which will create a 
south and west exit from Room 4. 
Now head west from Room 4. Once 
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one of the characters to the east to 
quickly run to PL1 and push it. A can 
now walk into the west side of the 
room and kill all the monsters. 

ROOM 12 

The third amulet shard has to be 
recovered from the chest in the 
south-west corner of the room, 
Watch out for the shooting pillars 
which fire at the floor runes. 
Whoever you use to get the ilurd 


must be able to antimage and 
regenerate themselves quickly. 
Stand that character near the far- 
east tele port rune. 

Get a character to push the pillar 
button. A tele port spell will be fired 
across the room, giving you little 
time to move your nominated char- 
acter onto the floor rune where they 
will be hit and te^eported to the 
next rune. Do this twice more, get- 
ting the teleporting chap to regen- 
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through the other you'll need the 
moon key that Auntie gives you in 
return far the second amulet shard, 
There's a fairly complicated mov- 
ing passageway leading from Room 
4 and it might take a little explana- 
tion, In Rooms 3, 5 and 23 you will 
find some levers. Each pull of the 
levers rotates the two passageways 
leading from Room 4 around the 
room by a quarter turn The ox its are 
set at right angle to each other, so 
if you imagine that one leads north 
while one leads east, then pulling 
the lever will result in the ex -north 
corridor leading east and the ex- 
>^ east corridor leading south. You 
. got that? Draw a diagram, and 
O J that should help. 


you have the shard, leave immedi- 
ately and return to your Auntie 
{remembering to save the game 
before you goK 

ROOM 1 s 

All you want to do here is reach the 
west exit. The first thing you'll need 
to do is fight a monster on one of 
the teleport pads by the east exit 
and keep him there as long as pos- 
sible. In the meantime, get charac- 
ter A to push the lever on PL2 once. 
This will cause the skull tile near PL1 
to move north. 

Now occupy all four teleport pads 
on the east side using the paralysed 
monster on one of them. Step char- 
acter A onto the middle pad and get 
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erate a couple of times along the 
way, and then they can quickly run 
to the chest and grab the shard 

LEVEL 2 

This level needs to be completed 
before you can grab the shard from 
upstairs. Mind you, there isn't that 
much to do considering how far you 
are into the game. You HI need a 
ruby key for Room 4 and a crystal 
key for Room 7, Other than that, 
you'll find some more of those fab- 
ulous puzzle rooms in Room B (a 
very dangerous one) and Room 20. 


another one (character B) ready to 
step ontoT2. Get the Runemaster to 
press PB and then walk him onto 12. 
The Runemaster will end up on T5. 
Now get the Runemaster to cast 
Missile Damage on the floor rune 
north of T5, Now get character B to 
push PB and he ll end up on T4. Take 
the Runemaster off T5 and then put 
him back on r and he ll fly back to T2. 
Push thy button once my re, jnd 
he'll appear on T3. Another Missile 
Damage, this time at the rune in the 
north-west corner, and the pillar in 
the middle of the room will vanish. 
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Finally, move A onto T2 and B off ing on T4 F and cast one more Missile 

and then back on to T4, Character B Damage on the floor rune north of 

will then appear on TS. The the spikes, The spikes will drop and 

Runemaster should now come off T3 he can take the key from the fumi- 

and then get back on it f reappear- ture. Hooray! 


One more word before you go - if 
you r re looking for your third lost key 
you'll find ft in Room 14. 

ROOM 9 

Well, I said this was a dangerous 
one and I wasn't lying. The north- 
east door is locked and to get out 
you'll need the topaz key from the 
north-west chest. Okay, here goes. 
The shooting pillars are firing dam- 
aging spells at the floor runes, so 
quickly move three characters onto 
the middle teleport pad and they'll 
be thrown to the three skull tiles in 
the south-west corner. The last 
character has to press the pillar but- 
ton, so make sure they can magical- 
ly protect themselves. That charac- 
ter can now walk to the chest and 
get the key, and everyone can quick- 
ly run, giving themselves time to 
change their underwear 


Next month is the 
final part so rest 
up, learn some 
spells and sharpen 
your swords! 



PILLAR 
LEVER 


PB, PILLAR 
BUTTON 


TELEPORT 
PAD 


ROOM 20 

Here you will have to get the gold 
key needed on Level 1 from the fur- 
niture in the north of the room. 
Here's how to do it. Stand the 
Runemaster by the pillar button PB 
actually on the teleport pad T2. Push 
PB and the Runemaster will do a cir- 
cuit of the room, ending on T2. 
Stand character A on T1 and get 






Oh no! You had only juit hit him when 
yuu were taken prisoner by the guardi 
and dragged before the Lord of the 
island. Your sentence? To sit and listen 
to him dowel on about how sdd he is 
about his daughlfrr losing a trinket, Mind 
yOU, if you fan find the netklate, he 
might juit let you borrow one of his 
boats! 
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. .aaahty. . . It's all up inttj rec. 
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(Above. 1 ) The inoii lit- dead, und Lhi« warrum 
lies- very nearly dead. But what's this twad- 
dle ihe's. spying? Who tan yhv but that's a 
^ery nice necklace she's wearing. Could it 
be...^ Ndh. Did you really think jt was going 
to be that easy 1 

k in the big wide world agam 
lor your starting position, to ihe sou 
and east You'll spot it a mile off bee 
there are all these standing btane-s 
tered about Now 15 the time to take 
those rogues. The best way Id attack 
them is to fire from a distance using 
arrows. This weakens them, allowing 
to step foA*vard and finish them off 
v deft and impressive moves 


Once you 
east into the f> 
the black and 
yet the d 
north, surround 



lace and head 
- north to find 
arm and then 
n the extreme 
es. Watch out 
or the wasps,! 
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At the library you'll find a scroll giving you access tD the fortress on Akeer's Island. 
Believe it or not, that's abaui dll you nt-ed to do on this island. Frnrn here on, head for 
the harbour, slopping off to eat and sleep on Ihe way. You're going to need your 
strength once you gel !□ Akeer's Island. 
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Island, htifiid vast following the wall to 
your nghr at all times Before too long 
youll have to dispose of iome fairly 
tough skeletons. Don't worry too much, 
as they shouldn't cause you too much 
hassle. 



Now head east and take the next opening south. When you reach a large room, head 
through it to the extreme south-east then 90 south, then east and finally north. In this 
passageway, you'll find two handles. Activate both of them. 


Keep heading north, ent&r thy large room at the end and activate the handle on the 
north wall Now head to the extreme south east, follow the corridor and collect the skult 
at the end of it. 



Now head back to the comdor with the handles on the walls. Follow the west wall and you'll find you can walk around it. On the other 
side, you'll find a treasure room. Pick up everything you find jnd «hen return to the landing stage. 


NEXT 

MONTH! 

That's it for now - 
there'll be more 
action -packed 
adventuring when 
this complete solu- 
tion continues 
next month! 
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Marching around in tanks 
is such fun r but 
sometimes they just 
don't seem as indestruc- 
tible as they first appear. 
Here's our handy guide 
to keeping your platoon 
in one piece. 
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GENERAL TIPS 

• At first glance, War In The Gulf is very 
complicated indeed. With four win- 
dows on-screen and up to sixteen tanks 
to manoeuvre at once, is it any wonder 

^hat many novice players who attack 
the first tanks they see end up destroy- 
ing their own platoons? 

Therefore, the first thing that any 
player should do is play the demon- 
stration game provided, following all 
instructions given in the manual, until 
they get the hang of commanding and 
controlling the battle and all the units 
in it, 

* Remember that M1 tanks have far 
more armour than any of your other 
units. Don't be too tempted to mix 
them within all your platoons. Instead, 
make up one or two units completely 
of Ml tanks and then use them to go 
on raids. 

As back up, load up some of your 
other units with the long distance TOW 
missiles and hold them a little out of 
the battle, ready to step in when the 
going gets too tough. Bear in mind 


when laying out your units that the 
TOWs have a maximum range of 4km. 

* If you are being blown away as soon 
as you get into battle, there are a cou- 
ple of uspful defensive strokes you can 
pull. Using engine smoke is a very effi- 
cient form of camouflage, making it far 
harder for the Iraqi vehicles to hit you. 
Their infra-red imaging is very poor, so 
keep the smoke on as much as you 
want. If you have it on most of the 
time, remember that you Will then have 
to rely on infra-red imaging to see 
where you are going, which can cause 
problems in itself. 


ISLAND 1 : 
FAILAKA ISLAND 

BATTLE 1 

For your first battle, choose the top left 
area. Here the aim is to track a convoy 
heading from the chemical weapons 
store in a northern village to a ware- 


BATTLE 2 

For your next battle, select the top- 
right area of the island. All you have 
to do here is get all the Iraqi forces out 
of the Ikaros a rcheo logical site, 
marked on our map as 'A'. Secure the 
area so that no other forces can enter, 
and finally locate d ijroup of Gaskin 
missiles in the north-east area of the 


* As soon as an opposing vehicle opens 
fire on you, check your map as they will 
be noted on it. Figure out where they 
are in relation to you r and then attack 
them. This is a lot easier than running 
away, and is also far more effective! 

Also, use the lines of the land to 
move around. Move along the inside of 
the tree-lines if you can, as the camou- 
flage of your vehicles will hide you as 
you survey the area arid help shield you 
from surprise enemy attacks. 
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house in a village to the south of the 
area. After that, all you need U> do is 
destroy the two buildings. Here's the 
quick and easy solution: 

From the start location, marked on 
the map with an X, move platoon A 
west along the main road to the north- 
ern village, and send platoon B diago- 
nally south-west towards the southern 
village. Platoon A should soon see the 
convoy leaving the building. Destroy 
the building, but don't touch the vehi- 
cles. Unit A should now wait in the vil- 
lage, in case any Iraqi units try to enter 
it. By the time the second unit Platoon 
B, reaches the southern village, you 
should be just in time to see the con- 
voy entering the second warehouse. 
Destroy that building, but no others, 
and you've completed the first battle, 



map, marked with a B J . 

Be very careful not to damage any 
of the buildings in Ikaros, as that will 
immediately lose you the battle. The 
best way to ensure that the buildings 
don't get scratched is to attack from 
a distance using TOW missiles. This 
way, you can take out the Iraqis 
before they have time to load. The 
obvious thing to do now is to move 
your troops into the centre of the 
buildings. DON'T! Instead, hide them 
in small groups in the trees around 
the site and attack enemy forces when 
they try to enter. The fourth of your 
units can now scamper off to the 
north-east area of the map to locate 
the missile site. 







First off, use switch S1 (12, 26). This _ 

I wil! open a door near by r but you 11 

have to be quick to get through it. I 

Use switch S2 (17 r 12) to reveal a ■ 

wall at (16, 12). Use switch S3 (21, m 

I 9) to open the wall at (20, 9). Use I 

1 the switch behind the wall and then | 
use switch S4 (29, 24). Head north 

I towards (9, 1) and activate the | 

switches you find there. This will I 

reveal a secret passage to the west. | 
Go down the passage to the stairs 
^^^iiriu to Level 7 and your destm^^J 


r LEVEL 7 " 


Phew! This is it - the final confronts- 
tion. Use a True- Seeing spell near the 
entrance to find two keys Make your 
way to the stairs whicbTll take you to 
(15, 31). Use a True-Seeing spell to 
reveal a wall at (12, 26) and use 
switch S1 (1 5 r 26) to open the door. 

I Leave the room via the door and go 
through (22, 29). Kill the monsters to 
get the sword and then head for (18, 

12). Go through the door and enter 
the room 
One of the oools of water will 


transport you to a chest room where 
you'll find magical items that'll help 
' you defeat the Master. When he's ■ 

I been killed hetl drop a key. Re-enter ■ 
the chest room and get the scroll at 
(1 0 r 30). Now use the scroll and you 1 1 1 
- have completed the game! Weil ■ 

kT'^H 
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To really get anywhere with this mam- 
moth game, you'll need to get hold of 
a crane, a missile launcher, a very large 
watchtower, a<; many machine guns as 
you can lay your hands on and more 
soldiers, than the foreign legion and all 
of World Wars 1 and 2 put together. If 
that lot doesn't see you through, then 
work your way through these plot 
points, and you should find yourself 
completing the cjdme in no time,.. 

The first thing you'll need to buy is 
the driller wagon, used for drilling, fun- 
nily enough. You'lf find this in the small 
village of Rh-um, located at X 61, Y -1 1. 
You'll probably notice that you can't 
actually g^t to Rhum to begin with, so 
you'll need to get hold of some slaves 
and girders so that you can build a 
bhdge to the town, 

With the driller wagon attached, 
head all the way back through the map 
to a track ending at X-32 P Y-67. This 
might seem like a strange place to end 
up but great things are afoot. Place the 
dnller at one end of the train and drive 
towards the end of the line with the 
driller taking the lead. By some miracle 
the dnller will open a passage through 
the mountain. You can now continue 
west and end up at the 'Oasis'. Here 
you will collect a key. Very important. 

This next hit is quite easy. Just head 
for the town of Baku, which can be 
found at map coordinates Y-43. 
All you need to do here is pick up a har 
poon wagon. There, that wasn't too 
painful, was it? * 


Jr 



Are you finding yourself getting completely 
derailed in Silmarils' fun train game? Don't 
worry - our player's guide will keep you on 
the right track. 


CHEATS 'R' US 

If you want a little help on your journey, 
you might find this little cheat very handy 
indeed. It doesn't make battle easier nor 
does it make your train any stronger, but it 
does let you see all the mobile items in the 
game. Just go to the map screen and hold 
down the Control and Alt keys, and then 
click the mouse on the bottom left of the 
screen. All objects will now be shown, with 
enemy trains shown in green, wolves in 
black, nomads in red and mammoths in 
mauve. What more could you need? 


Examine your map, and head for 
the track ending at X-39, Y-32. You 
might need to go through some very 
complicated bits of track to get to it 
so keep checking your map. Continue 
through the track ending and it will 
magically continue. Watrh out 
though, as lots of dead ends will start 
to show themselves The safest way to 
proceed is to stick the rail cars in front 
of the train and push them At the end 
of the maze, you will come to the 
mammoth's graveyard. If you examine 
the mausoleum, you will find a five- 
figure number inscribed on it. Note 
this number down r and then find your 
way out of the maze. 


Now head to the north west of the 
map r where you will find the Lock Ness 
bridge at map coordinates X-l 1, Y-10. 
Wait untif the monster that lurks there 
raises its ugly head and then kill it with 
the harpoon wagon (by firing the har- 
poon, not by ramming it!). Now con- 
tinue on your way and stop when you 
reach some really complicated tracks 
leading east. 

Unfortunately you have to get to 
map reference X-34 r Y-4 r which is on 
the other side of the tracks leading east. 
Be very, very, very careful crossing this 
part of the map r as the network is pos- 
itively loaded with mines. Send out rail 
cars to take out the mines and work 
fh rough the maze and then move 
through yourself. You can either repair 
the friik as you follow the cars through 
□r look for the one remaining route that 
lets you get through without crossing 
any damaged rails. 

At X-34, Y-4 you'll reach the sentry 
town. When asked, enter the five-digit 
code you noted down in the mam- 
moth's graveyard and you will be given 
a Geiger counter. Very useful indeed. 

To use the Geiger counter you |ust 
have to look at the neck of the General 
in the headquarters, as that is where it 
is kept. The needle will move depend- 
ing on where you are, and you want to 
get It to its maximum setting, otherwise 
you won't be able to find the Tcbenobyl 
factory, Just for your information the 
area with maximum radiation is in the 
box X 61, Y-16 to X 70. Y-28. 

Send a spy mto the centre of the 
area, near the forest at the map coor- 
dinates X-G5, ¥-20, When he gets there, 
be will be/id you a message telling you 
that he has reached and entered the 
enemy factory Request very nicely but 


> j i 1 



firmly that he? blow it up, which he will. 
This small action will open up the path 
to the Himalayas. 

At this point you will need to be 
making tracks for the town of Omsk, 
which is way off to the north-east. As 
you travel there you will tome to a 
drawbridge, at map coordinates X-1 1 0, 
Y-33. Unfortunately, you can only cross 
it between the hours of 12 and 2pm, so 
you may have to wait. The only way to 
cross ^sto wait until midday, and then 
charge at full speed over the bridge. 



From here to Omsk is a very compli- 
cated route, so once again refer to your 
map and try to build up a rough route. 
Watch out for the wolves that attack 
aJong the way and before too long you 
should reach the town, at which point 
you should buy yourself a cauldron, 

Finally, you need to climb the 
Himalayas. Go to the track ending at X- 
1 5 r Y-68 and keep going , A hidden path 
will open into the mountains. Make 
sure you are carrying load* of coal, as 
the fuel consumption in this part of the 
game is very high . Before too long you 
wilf come face to face with your enemy 
- the Minotaur - and it will help a great 
deal if you have collected a good few 
soldiers and weapons by this point. 
Defeat the Minotaur, and the way 
ahead will be clear for you to ride into 
the mountains and into the end oi the 
game! 


TOWNIES AND RUSTICS 

There are a fair few towns to be explored in Transarctica, and it would 
no doubt be a great help if you knew what to expect in each one. That's 
why we're going to tell you. 

First off there are the commercial towns, which are: Kuwait* Babylon, 
Helsinki, Copenhagen, Gorki, Krasnojarsk, London, Amsterdam, Kiev, 
Saratov, Paris, Turin, Sebastopol, Istanbul, Granada, Tunis, Athens, 
Marrakesh, laoudeni, Tibesti, Djirgalanf. 

Then you have your information towns. For 
your information, they are: Bayreuth, Machad, Rome, 
Alexandria, Mont Saint-Michel, Delhi, Canossa. 

For collecting soldiers, you'll need to go to the 
barracks towns, otherwise known as: Abu-Dhabi, 
Tashkent, Moscow, Sparta and Berlin. Mammoths can 
be found in Casablanca, Bhopal and Temir Tau while 
slaves can be found in Setov and Luxor. 

Last but not least come the factory towns. Each 
is listed here, along with the products they provide: 
In-Salah - Bio-greenhouse tender wagon, small goods, 
machine gun, tanker, small prison, small barracks, 
livestock wagon. 

Rhur - Small watchtower, large barracks, large goods, 
tanker, tender, large prison, crane, oil tanker. 
Omsk - Cauldron, tender, small barracks, large prison, 
small goods. 

Gdansk - Missile-launching wagon, large barracks, small barracks, can- 
non, machine gun, deluxe spy wagon, livestock wagon. 
New Peking - Large watchtower, tender, large barracks, small prison, 
large goods, cannon. 
Rhum - Mountain-digging wagon. 

Baku - Harpoon wagon, bio-greenhouse wagon, refrigeration wagon, 
deluxe spy wagon, oil tanker, tanker, tender, livestock wagOj 
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McDOMALDS LAND Way-hay! Seeing as how Europe is 'in', I've decided to kick off your 

Virgin Games 

Those two MC Kids may have just favourite page with some foreign words, so here goes. Herzlich 

appeared in their second Amiga outing, 

but their first wasn't exactly a pushover, willkomrnen bei Snip Tips, dem Teil des JUlagazins dem ich schreibe, 

If you are having problems retrieving 

Ronald McDonald's magic bag then which is German for 'Heartily welcome to Snip Tips, the part of the 

here's a well-crafty cheatmode. Just 

type in spicy be an burger (with space) magazine that I write'. If you want to get in on the act then send 

on the title screen and you'll be 

bestowed with infinite lives, all your top hints and cheats to me, Mr Tips, at: THE ONE, Priory 


CO 

a 


-Tj Court, 30-32 Farringdon Lane, London EC1R 3AU. Remember, the 
„| best ones will win a software prize! 


A -TRAIN 

Ocean 

Nicholas Pride from Rotherham made 
me promise that I wouldn't take the rise 
out of his surname and because he sent 
me this excellent -cheat for Ocean's not- 
so-excellent Sim Train l J m not going to. 
Simply type in CHE ATE RCH EATER WIMP 
during the main game and you'll be 
magically awarded loads and loads of 
cash, 

LION HEART 

Thalion 

After our extensive player's guide, 
penned by the programmers them- 
selves, no less, you would have thought 
that we'd given you all the help you 
need to sail through Thalion's superb 
hack-'n^slash-'em-yp. Well, no - the 
best is yet to come and it's all thanks 
to Timo Clasen from Germany, Cheers 
matey! 

To gain infy lives just play the game 
as normal, crouch down and press 'P*. 
Then hold CTRL and HELP down until 
the screen shakes. Voiia! More lives 
than you could possibly wave a hat at. 

But there's more. According to Timo, 
pressing CTRL anytime during play will 
make Vladyn fly, although you have to 
control him with your mouse, 


WAR IN THE GULF 

Empire 

If you're really interested in getting 
somewhere in Empire's sexy tank sim r 
forget the long-winded guide on 
beginning on page 106 - this is where 
the action is. 

Make your way to the filing screen, 
type in (rather cleverly, methinks) Let 
me cheat!, in upper and lower case as 
shown with spaces and exclamation 
mark, click on the Reset button and 
you'll be able to choose to begin from 
any of the squares on the- map. 
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ROBOCOD (A1200) 

Millennium 

The enhanced James Pond 2 received 
a more-than-favourable welcome last 
month but it's larger than usual 
amount of levels might be causing 
some frustration - after all, what's the 
point of attaching extra levels to the 
back of a game if an average gamer 
finds them too hard to reach? 

If that is the case and you're simply 
gagging to see the end of the game 
then gag no more - I've got just the 
cheat for you. Just type 0.5. FRIENDLY 
(programmer gag, that) on the title 
screen, remembering to include both 
full stops and the space before 
'Friendly' and play the game as normal, 
Then, when you feel like having a 
sneaky cheat r simply press 'M J at any 
time and a special menu will appear. 
Enter a number between 1 and 55 to 
be whisked to that level Marvellous! 


CHEAPOS SNIP TIPS! 

We haven't tipped budget games for a long while so let's 
make amend* - you'll find loads of cheats for some 

golden oldies right here, right now. ■ i 


FANTASY WORLD 

DIZZY 

Codemasters 

Enter IMMORTAL on the high 
score table for infinite lives 

FINAL FIGHT 

Kin 

When the picture of the Mayor 
and the TV appears, press the 
HELP key just after it reads not 
so fast, turn on the TV r . You 
should now find yourself invinci- 
ble. If that doesn't work, try 
pausing the game and typing 
SHERIFF F ATM AN. Okay? 

HEROQUEST 

GBH 

To obtain the artifacts easily, 
enter the mission and find the 
artifact. Next, make a quick gate- 
way and then get someone else 
to stroll back and pick the artif act 
up, 

LOOM 

KixM XL 


Listen carefully to the Guild of 
Glassmakers. They cast spells 
which you can hear and copy for 
your own use, 

FLAMES OF 

FREEDOM 

Kixx XL 
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To gain control of all the 41 
Islands, it's only necessary to cap- 
ture the following: Lob os, Ndola, 
Cam a r go j Makat, Dhafia, Ghazal, 
Djoum, Satara. 

SKY HIGH 
STUNTMAN 

Codemasters 

Type CHEAT on the title screen for 
infinite lives and bullets, 

TERMINATOR 2 

The Hit Squad 

Pause the game, then press FT, 
F2, F3, F4„, and so on, up to F10. 
Then unpause the game and by 
pressing Escape you can skip 
though the levels. 





Being dead professional, Matt The Medic 
plops on his trusty stethoscope and asks 
you to breathe deeply while he cups you 
gently in his hands. Once he's finished 
doing that he may well answer some of 
your questions, if you're lucky. 


Every now and then even I have to reach for a special shelf in the 
medicine cabinet. Starting this month I'm inviting you - yes, you - to 
join my special team of dedicated nurses and asking you to help 
cure those poor unfortunates that I personally have not been able 
to rid of their terrible afflictions. If you know the answers to any of 
these long-standing problems write to: MATT'S SHOW-OFF SHELF 
at the normal Games Surgery address. Right, with that let s have a 
look at the patient's medical records. 


■ Dominic Udoney from Northumberland has a large problem 
regarding the killing of snakes and rescuing of Kate Lomax in HEART 
OF CHINA. 

* Helen Jackson of Durham is desperately in need of a cheat for 

McDonalds land. 

* Crazzy Mazzy is stuck trying to kill the monsters on level three of 
THE BLACK CRYPT. He has the mask of second sight from the fourth 
level but can't get past the nasties. 

• Richard Burke from Nottingham has been told to meet a man in 
the park in OPERATION STEALTH but even though he has coins and a 
red carnation in his collar, the park is always deserted. 

• David from Southport has offered to sell his car if anyone can pro- 
duce a cheat for infinite boosts in CRAZY CARS 3. 


Yes, it's time for me to hang up my 
stethoscope for another month. Don't 
forget that I love you all and, if you are 
in need of my guidance, send your prob- 
lems to; Matt the Medic, Games Surgery, 
THE ONE, Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. Please don't 

.. 't."»r '■• 

send any SAEs or phone in as 
unfortunately I can't answer your queries 
personally. 
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Being a person of discerning taste you are no doubt a regular reader of The One, the bible of nil 
that's tops in the heady world of Amiga games. But even so there may well be embarrassing 
gaps in your collection. Maybe you didn't start reading Ttl« One until recently P or perhaps you 
didn't start reading at all until recently or maybe the newsagent simply ran out of ftock - in 
which case why didn't you place an order? 

whatever, here's your chance to fill in those gaping voids in your magazine-related life. 
Below you'll find listed all those lovely issues of The One stretching back to May of last year, 
complete with detailed descriptions of their contents. Be warned that many of them have sold 
out - we're just so damn popular! 

To order simply pick the issue(s) you want, fill in the coupon below, write out a cheque or 
postal order for the required amount and send it off to: The One Back Issues Dept, Tower Pub- 
lishing, Sovereign Place, La thiol I Street, Market Har borough LSI 6 91 F. For more information 
call; (0858} 468811. 


MAY 1992 

ON THE DISKSI Playable demo* »f 
Flirt aV Ice and The Humans., an 
interactive Bullfrog interview plu* 
three excellent PD games; Yelp!. 
MiLroLit'b drid Aster bid S ! 
WIPPEO! Sabre Team, Aquatic 
•Games, Shadoworlds and The 

Hum jr»%! 

REVIEWED! Indy IV arcade qam ?J 
Project-*, Eye of the Beholder 2, 

Firf ft Icp, Apidyj and many muri;' 
TIPPED! Complete solutions to 
HeimdaU an J WiMy Beamish, a 
play«T J i guidi L ta Hobo cop 3 and 
the start of the Shaoowla rids 
guide!! 

PLUS! The Magnificent Seven! The 
ultimate Amiga! Two free badges! 

JUNE 199 2 

□N THE DISKS! Playable demos of 
Indy IV arcade gam*. Pushover 
and Striker, F1GP cheats plus two 
PD games: Team 1 7 s Waggks-O- 
Mani* and Galaxians! 
wippED! Premiere, ZovK G*k*<tie 
and Rookies! 

REVIEWED r Sensible Soccer, 
Jaguar 3U220, floor 13, The 
Addams family, Wizkid and many 
n tpfaj 

TIPPED! Complete player's guides 
to Harlequin and F1GP and the 
second part of the Shadowl and* 
solution I 

PLUS! Team 17 interviewed plus 
preview round-up! Free Ocean 
badge! 

JULY 1992 

OH THE DISKS! Playable demo? of 
Red Zone and Galactic plus nui- 
complete PD garnet: Battlements, 
Dragon Tilr-s, McgjTron, Omega 

Rice and Hollywood Trivia F 
WIPPEDI Lotus 3, Wing 
Commander and The Carl Lewis 
Challenge! 

REVIEWED" Lure of the Temptress, 
Monkey bland 2, Ishar, Striker, 
Champion J h,ip Managnr and many 
more! 

TIPPED! Player's guides to Parasol 
Stars, Epic, John Maddan Football 
and Eye of the Beholder II 
PLUS! The One games challenge! 
Fr4*p Qunf poster! 

AUGUST 1992 

ON THE DISKS! Playable demos of 
Trttddlen #nd Calitorni j -Games 2, 
extra missions for Epic plus three 
PD gam fv Wtz£y'\ Quest, Duel 
and Match Patch! 
WIPPED I Walker. Nigel Mansell, 
Curse of Enchantia and Frontier; 
Elite 2! 

REVIEWED! Ciirilirafiun, Hoi. Craiy 
Can J, Liverpool. California 
Games 2 and many more! 
TIPPED! Player's guides to 
Sensible Soccer, Striker, Spjcf 
Crusade and Fire & lea, and the 
start of the complete Monkey 

Island 2 volution! 
PLUS! Renegade interviewed! 1 The 
start of the LFrldJurn 2 develop- 
ment diary! 

SEPTEMBER 1992 

ON THE DISKS* Mnynhlr- demos of 
Premiere, Tiny Skweeks and 
Match of the Day, Flashback, pre- 
via w and three PD garner: War, 
Nebula and Croak! 
WIPPEDI 1 Second Samurai, 
Flashback and more on Frontier: 
Elite 2 ! 


REVIEWED I Premiere. 
MegaTraveller 2, Guy Spy, 
Fascination. Shadow of the Best 3 
and many morel 

TIPPED! Player's guides to Graham 

Taylor,. Civilization and Fire t£ Ice 
{pt 2) and the omgoing complete 
Tnlution to Monkey Island 21 

OCTOBER 1992 
ON THE DISKS! Three disks this 
month, containing playable 
damn* of Assassin, KGB and 
Fireforce plus 2 PD games: 
Cybernetic and Sub Attack ! 
WIPPED* The Chaos Engine. 
Legend* Of Valour anofthe final 
instalment nt Frontier: Elite 21 
REVIiWEDI Putty. The Humans, 
Aquatic Games, Lotus 3 r Zonl, 
Troddlers and many more! 
Tlp-PFD! GLiid«* to Dune and Lure 
of the Temptress, the start of a 
complete solution to Eye of the 
Br holder 2 and the last part of 
the Won key Island 2 solution! 
PLUS I Those end -gam** *ao,u*ncei 
revealed! West wood Studios 
interviewed ! 

NOVEMBER 1992 

ON THE DISKSI Playable d*moa of 
The Chaos Engine and Lion he art 
plus five PD games: Revolution, 
Bridge Ball, Flag Catcher, Biplanes 
and Tank Attack! 

WIPPEO! Street Fighter 2 F Guns hip 
2000, Dark me re and Desert Strike! 
REVIEWED! Wing Commander, 
Shadoworlds, Road Rash, Curse of 
Enchantia, Legend of Kyrendia, 
Assassin and many morel 
TIPPED! Complete solution to 
Hook and the second part of the 
Eye of the Beholder solution! 
PLUS! Sensible Software 
interviewed! 


DECEMBER 1992 

ON THE DISKS! Playable demos of 

Sensible Soccer VT.1 r Ho Second 
Prlie P McDonalda Land and 
Creatures plus d preview of street 
Fighter 21 

WIPPED! Superfrog, Star Trek arid 
WW JE 

REVIEWED! Legends of Valour. No 
Second Prise, McDonalds Land,- BC 
Kid, Nigel Mansell. Lethal Weapon 

and many more! 

TIPPED I Player's guidas to 2ool, 

Putty and wizkid plus the last 

part of the Eye of the Beholder 2 

solution! 

PLUS! The A12&Q n?v*al*Md! 
Richard 'Mr Music" Joseph inter- 
viewed! 

JANUARY 1993 
DH THE DISKS i Psycho Game - a 
complete game specially written 
for The One by Bullfrog - along 
with playable demos of Gunship 
2 DOO and Dalek Attack plus a pre- 
view of Archer Maclean'* Pool! 
WIPPED! Microcosm and Dracul* 
□n CD r Dune 2 anddfeHter her ot 
REVtEWEDLie^f \h 1 1 adven- 
ture, S B ?T*\%Jlfc H ^*Aol World. 
KGB, W. ^^_^rfnd many morel 
TIPPED rrfayer's guides to 
Assassin and Wing Commander, 
the start of a complete Legend of 
Kyrandia solution and a complete 
solution to Diiry: Print* nt the 
VolkfoJkl 

PLUS! 1 193 prevtewedr The One 
awards! Stunning Dave Gibbons 
cover 1 


FEBRUARY 199 J 

Qhl THE DISKS! Playable demos of 
Darkseed r Universal Monsters and 
Superhero! 

WIPPED! Space Hulk, Chuck Rock 2 
and Ambgrrnoon! 
REVIEWED! The Chaos Engine, 
Dragon's Lair 3, WWF 2 r Darkseed. 
Sleepwalker and many more! 
TIPPED! Player's guides to Street 
Fighter 2. 5*nsi*oceer V1.1 r Sabre 
Team and fireforce plu^ the on- 
going Kyrandla solution I 
PLUS 1 Commodore's eji-boSS Kelly 
Sumner interviewed! 

MARCH 1993 

ON THE DfSK-S! Playable de-no & of 
Superfrog, Flashback, Prime 
Mover and Woody's World,, pluso 
complete PD game: Oblivion 1 
WIPPEDI Liberation; Captive 2, 
Woody's World, Ishar 1. Bla*tar 
and artmy morel 
REVIEWED! Body Blows, 
Lionheart, Flashback, TransaKtica, 
Walker, Lemmings 2 and many 
mora! 

TIPPED T Player s guide to Legends 
of Valour complete solutions to 
Indy IV adventure, and Future 
Wars and the last part of the 
Kyrandia solution! 
PLUS ! Ten good reasons to buy an 
A1 2430! Dino Dini interviewed! 

APRIL 1993 

ON THE DISKS! Playable demo* of 
FA Premier League J collector's 
item?}, Abandon* Place* 2 and 
Headers, plus two PD gam?*: 
Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, 

Cyberspace, Jjme* Pond 3, The 
Lost Vikings and many mora! 
REVIEWED! Superfrog, Arabian 
Nights, Chuck Rock 2, Abandoned 
Places 1, Desert Strike and morel 
TIPPED! Solutions to Darkseed, 
Dragon's Lair 3 and Indy hi. plus 
the Start of player's guides to KGB 
and Bill's Tomato Game I 
PLUS! K Wing on Amiga (but it s 
actually an April Fool's joke)! 

MAY 1993 

DN THE DISKS I Three bumper 
disk*, boasting piayable demos of 
The Lost Vikings, Legend 2, The 
Ancient Art of War in the skies. 
Sink or Swim and Super Cauldron 
plu* a complete PD game; Balder" s 
Grovel 

WIPPEtT Synd irate, Overdrive, F- 
117* Stealth Fighter 2, Soccer Kid 
and many more! 
REVIEWED! B17 Flying Fortress, 
Beavers, Sink nr Swim, 
Championship Manager J 93. 


Nippon Safes and many more! 
TIPPED! Player's guides to Body 
Slows and Nick Faldo's t*olf r more 
on KGB and BiM r s Tomato Game 
plus the start of a massive Chaos 
Engine guide! 

PUIS E Alien Breed 2 development 
diary starts! How the mass media 
covers computer game* exposed! 

JUNE 1991 

OH THE DISKS I Blaster I, a special - 
ly-wriiten full game for The One, 
plus a playable demo of Nippon 
Safes and two complete PD 
games: Alien Bash and Tractor 
Ream! 

WIPPED! Bubba J n' Stin, Realms of 
Darkness r Innocent Until Caught, 
Maelstrom and many mora! 
REVIEWED! Goal!. Super Cauldron, 
Ancient Art ot War in the skies, 
Legend 2 r The Lost Viking* and 
many morel 

TIPPED! Player's guide to 
Lionheart and Chuck Ruck 2 plus 
the com pletion of the solutions to 
KGB and Chaos Engine I 
PLUS ! We tell vau R>uw to tie* into 
the software business! 


ON THE DISKS! Playable demos of 


JULY 1993 

! PlayE 

Cannon Fodder, Global Gladiators 
and Ft. Challenge, plus a complete 
PP game: Baldyl 
WIPPEDI Jurassic Park, Settlers, 
Stardust^ Simon the Sorceror, 
HeroQuast 2 and many morel 
REVIEWED! Ithar 2, War in the 
Guif, Dune 2, Gunship JOQfl 
Syndicate and many morel 
TIPPED! Complete player's guide 
to Arabian Mi ghts,, Beaver * anil 
B17 pJus the start of an 
Abandoned Places 2 soluti on I 
PLUS! Thaliun interviewed! 

AUGUST 1991 
ON THE DISKS! Tre* Warrior, a full 
game from Thalion written spe- 
cially for The One, plus a playable 
ri«mo nf Ishar 2 and Snakes and a 
complete PD game: Wib ble World 
Giddy! 

WIPPED! Total Carnage, TF% 
Beneath the Steel Sky, Utopia. 2 P 
Brutal Sports Football and morel 
REVIEWED! Deep Core. Sim Life, 
Whale's Voyage r 1BS1. Battle Isle 
'S3 and many morel 
TIPPED! Player's guide to Dune J. 
Gun*hlp 2000 and Reach for the 
Skies, the Abandoned Places 2 
complete solution continues while 
ttie World Df Legend solution 
starts! 

PLUS! The CP32 is unveiled! 
Arnie's raw deal I 
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the absolutely crap weather that goes with it. 
It was actually my first REAL holiday in 10 years, 
believe it or not, and I can't wait until the next 
- in fact I'm ready for one already because while 
I was away the work piled up which meant I've 
been even busier than I usually am. 


Back at work it's been a case of trying to get 
Overdrive, F17 Challenge fas it's now known), 
Owak!, Body Blows PC and Alien Breed PC fin- 
ished on time, which has left me little breath- 
ing space for work on Breed 2,.. again! 

With all these games the "wolves' (our playtest 
squad) have had their work cut out recently. 
Watch out for our forthcoming Qwak! because 
it's just soooo playable and smart. The wolves 
have also been getting into Overdrive, which is 
also jolly playable, even if we did find that 95% 
of all known reviewers couldn't handle its speed \ 
(We could ? The One boys.) 

This month I also had the task of providing 
you with some lovely (ahem) photos for the 
diary, as the old ones were wearing a little bit 
thin and none of us were completely chuffed 
with them, especially as the geezer who took 
them used some sort of disfiguring fish-eye lens 
at about 2 inches away from our faces... not nice. 
Hope you like them, whichever Dave and the 
gang decide to use! 

AT TEAM 17 H.Q. 

This month saw the start of the first 
box-art ideas coming in from our 
illustrator, Kev Jenkins. Kev's been 
working with us since we signed 
him up at the ECTS in April. His 
first work for us will be seen on 
the boxes for F17 and Over- 
drive, both of which are very, 
very nice ■ much better than most 
of our previous box-art. We've had 
three sketches submitted and we 
liked the last one most. We wanted the 



ll 


same alien creature featured on the first box but 
in a different perspective The results should be 
sensational. I hope to have this artwork ready 
and available for exclusive unveiling in next 
month's diary! 

Apart from that the marketing team have 
started getting into gear and - shock, horror ■ 
a series of small "teaser" ads is planned for 
the game,,. We're not quite ready for 
page ads yet, but it's a start. 
People might like to realise that 
apart from a freebie ad we 
got in another mag, we 
haven't placed a single 
advertisement for a Team17 



game... Coo. Anyway, on 
with this month's events. 

" {Left) See what the pressures 
of programming can do to a 
man? At least it Barns Andreas 
enough cash to afford a nice car 

(sllOWn top) 
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THE DIARY (AT LAST) 

Friday July 2nd 


While? Andreas, Rico and co. are left pondering 
on the next AB2 activities,, I jet caff to Greece for 
a well deserved (or so it says here} break in 
Poros. I arrive at 3.30am Greek local time and 
was like walking into a sauna, the air was so hot, 
In the early hours of Saturday morning, myself 
and my girlfriend arrived at our a apartment and 
forgot all about Rico and Andreas,., [insert big, 
satisfied grin for effect). 


Sunday July 4th 


While finishing off a glass of ice cold Rots in a, I 
pop a bundle of postcards into the mailbox to 
remind everyone that I'm sat in the sun and 
they're not.., I even sent one to Dave, Simon and 
Matt - too kind by far! (Cheers-ears, you lucky 
sod! - The One boys.) 


Monday July 5th 


Back at the Swedish ranch Andreas begins to dis- 
embowel the code framework from Superfrog. 
It's obvious that there's little point sitting and 
rewriting lots of code all over again and, besides, 
the scroll routine in Superfrog was an advanced 
version of the original Alien Breed one anyway. 
The sprite system was completely overhauled for 
Superfrog, though, which will mean much meati- 
er action when it's used in AB2 due to the scroll 
being far slower. 

After a few hours, Andreas has a managed to 
rip all the bits out he wants and he's got a library 
of routines all ready for the game to be written 
around. He'll have to do quite a bit more work 
on the scroll routine as it only handles a finite 
map size and doesn't handle AG A graphics, but 
that's his menu of fun and excitement over the 
next few days, 

RicO beavers away mapping out some early 
civilian block levels of the game. The guys dis- 
cuss having sections of the game like a fast and 
furious Com man do- style game where aliens fly 
at you like crazy. This should be easily imple- 
mented as we can have maps that are long and 
thin now (due to the marvels of the map editor). 

As for me, well, I'm relaxing on a cruise to the 
golden sandy beaches of Agist a swigging Ams- 
tel beer and grinning like crazy! 

Wednesday July 7th 

Andreas continues to work on structures ripped 
out of Superfrog. especially the audio routines 
which are the result of about 4-5 years of evo- 
lutionary coding. Now we've got a great driver 
that takes up hardly any raster time, takes up 
less memory r can go in fast or chip ram and can 
be used perfectly (with a priority system) for 
sound FX on one or more interuptable channels. 
This means we can easily mix sound and music 
in any game, but we prefer to use sound FX only 
in games like Alien Breed as a moody atmo- 
sphere suits it perfectly. 


Thursday July 9th 
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A slightly disgruntled Rico trudges back to 
his pad with his latest ideas for a level of 


the game that would see the 
characters get into a tank-like 
vehicle and smash their way 
through a security zone. The 
reason for the disgruntlement 
is that Andreas reckoned that 
he just wouldn't have time to 
implement the ideas before 
the deadline hit. Ah welL if we 
can't do something complete- 
ly then it's not worth doing at 
all! 

Friday July 9th 

Rico buys a flatbed scanner, 
enabling him to sketch ideas 
on paper and scan them into 
his paint package. The result is 
that everything gets speeded 
up as he can realise his ideas 
much quicker! Some examples of scanned draw- 
ings should be on these pages, The first roughs 
to get included in the scanning process were the 
disembodied civvy workers lying scattered 
around the complex. Unfortunately we don't 
think we can keep them in as the ELSPA (Euro- 
pean Leisure Software Publishers Association) 
directives say that they do not condone ^uch gra 
tuitously violent graphic images... Me? I say it's 
a load of old bol... 

Saturday July 10th 

Andreas spends the weekend reworking the 
scroll routine. The new routine needs to allow 
flexible map sizes and scroll speeds. The routine 
in Superfrog only had a set size and speed, as did 
each of the earlier games we produced, Andreas 
struggled away right through the night but 
emerged triumphant if a little bleary eyed, in 
the early hours of Sunday morning. Now we can 
have large outdoor maps, some small indoor 
ones and fast paced Commando-Style maps in 
AG 2! Good work that Swede! 

Monday July 12th 

Andreas got himself into a spot of trouble with 
the scroll as the routine has to reserve enough 
raster time to cater for it running at maximum 
speed, this isn't good because the routine 
should oniy ever take the raster time that it 
needs and not what it possibly might need if it 
was running flat out. Andreas'* headache starts. 

Wednesday July 14th 

Two furious days later and the scroll routine is 
behaving perfectly, taking only as much raster 
time as necessary to do the job in hand . It's also 
able to go in any direction and nt any speed. 
Luwly-jubbly. A wrecked Andreas crawls into his 
bed dfter working 48hr% fist out... Cut to picture 
of Martyn lying on the beach swigging a tall, 
cool drink in the lovely sun. 

Thursday July 1 5th 

Apart from some system routines Andreas hasn't 
taken that much of a good look at the new AG A 




hardware. Armed with the hardware specs and 
an inquiring mind he digs in. The first thing to 
do is to get all the scroll and BOB routings run- 
ning happily in 7 or 8 bitplanes (128/2 56 
colours). Easy. r , Took a couple of hours. .. Right, 
let's pop that up on screen and have a look at 
it.. GURU. Erm, well, maybe let r s not. At least 
not yet. 

Friday July 16th 

Me and my girlfriend Katrina pack our bags and 
head for Athens airport after 14 wonderful 
stress-free days. The whole of Greece sighs a 
relief that the nutter on the scooter is leaving 
the country. Me? I shed a tear, if only because 
I'M never see Gertie, the 50cc Automatic Scoot- 
er I hired, ever again. .. sniff. Pick up lots of little 
bottles of Uio for the office lot and the wolves, 
plus some cheap Greek brandy for tny parents. 
Leave the sun and head back to the miserable 
weather back home. 

But not before taking in the "Spectacular 
sound and light show" at the Acropolis. If you're 
ever there give it a miss! Okay, so the Acropolis 
is pretty well smart but this sound and light 
show is completely crap. It's just a scratchy old 
record of Richard Burton and his mates garbling 
on about ancient Greek soldiers while some sad 
Greek shines his torch up at the ruins Highly 
interesting I don't think - and J paid money to 
see it! Me and thi girlfriend play ' spot the pil- 
locks" for a while and everyone points at us. 

Saturday July 17th 

In the early morning {7.30am} we arrive back at 
Manchester airport. Unfortunately, we still had 
shorts and T-shirts on (it was 120' when we left 

Greece) and it was about 
SO and raining *n Manch- 
ester. All the same it's 
nice to be home, 
a I thou 9 h Ma n ch ester 
isn't right cracking. 

Sunday July 
18th 

It's Andreas'; 22nd birth- 
day. I called him up to say 
I d got back and wish him 
happy birthday. A semi- 
concious Swede 
answered the phone but 
due to the unintelNgble 
utterences I guessed it 
was Andreas and he'd 
begun celebrating rather 
early so I hung up, pre- 
ferring to speak to him 
when he'd rejoined the 
rest of the universe. 

Monday July 
19th 

I'm back at work and 
staring at the pile of work 
that has built up. Despite 
Mr Hangover knocking on 
his door Andreas recov- 
ered by finally getting the 



scrol l/BOB routines to work with AG A graphics, 
blaming himself for never ever coding the facil- 
ity into the routine when it was first written. 

Wednesday July 21 si 

lt r s raining very heavily in Wakefield and I'm sat 
'here all gloomy, dreaming of endless beaches, 
warm sunshine, top-less women and cheap beer 
(and, of course, you Katnna, if you're reading).,. 
It's not fair - 1 want to go back to Greece, I spend 
the next week in the same gloom as there's lots 
of work and hardly any time to do it in. Simon 
from The One calls me up, trying the agony aunt 
routine, but it fails. 

Meanwhile, Andreas optimizes all the update 
routines for BOBs, scroll etc, and begins work 
on a rather dishy 1 6-million colour fading rou- 
tine. Rico is still rushing around like a mad man 
trying to get a decent 24-bit paint package for 
his new graphics board, without success. 

Thursday July 22nd 

Andreas'* 2 4- bit colour-fade routine works 
great, leaving him with a smug grin on his face. 
"Cor, it's much better than I thought it would 
be!" he says. Sad how a 2 2 -year-old man can get 
giddy at the prospect of perfectly smooth 24-bit 
fades. His next step is to replace all the old 12- 
bit colour fades with the new code - this will not 
and does not take long. 

Saturday July 24th 

Andreas begins ripping the old hero control rou- 
tine from Alien Breed. The control worked well 
in the game but getting it to behave in the new 
code framework is another task altogether! Bits 
of it needed tweaking though as we thought it 
took a wee bit too long to twist around from 
one direction to the opposite. Speeded that up 
and popped it into the code - it won t be too 
long before we have guys running around under 
control. 

Tuesday July 27th 

Have a crash on the way over to see the guys 
doing the PC development! Poor Craig (one of 
the Wolves who took me) had his VW Beetle 
badly dented in the accident. We survived, 
though - good job really! 

Wednesday July 28th 

Andreas began work on the new hero anima- 
tion. There will be four different characters, with 
screen -in dependent 16 colours each (which 
looks MUCH better than Breed 1). Animation has 
been improved too and the results are looking 
great. 


Okay, that wraps up another tur- 
bulent month of development. 

lings are gathering pace now and 
next month should see the first 
moving demos of the new charac- 
ters in action. See ya'all next 
month f 
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Also inside your 
hot new-look BiG 

SHOTS... 
• Introducing... 
Darren Anderton 
• The Ryan 
Giggs Story 
Staaaaaar! 

Jamie 
Redknapp 


PUZZLES, PRIZES AND 

„ f Slf EARER 5 PLAT 
WHITE, ABLETT! 








GROUNDS' WALLCHART 


FOLLOW YOUR TEAM! 



UNITID'S 
SHIELD SHOTS 


■ ■■! M" If mw >F 



HK HUQHES 


RYAN GlGUS 


II 


G-l-A 

ROCKET BALLOON - FL 
LIKE A SPACESHIP! 


THE CHAMPIONS' 


\H. UTD AND ARSENAL 
SHIELD SOUVENIR 
POSTERS 


* BiG SHOTS ■ THE MAGAZINE FOR YOU BECAUSE YOU DECIDE WHAT GOES IN IT. DON'T MISS IT, EVERY MO 


Long gone are those 'new boy r days as wen 
and truly broken-in pro Matt Broughton sits 
elegantly in his best PD chair r smiles with a 
boyish glint and introduces you to some of 
his closest friends - PD r PD and his brother, 
err, PD. Yes, you're not wrong, it's time for 
PD. (Nice intro - Ed.) Thanks Dave. 


SUPER SKODA 
CHALLENGE 

Fortiss PD r 

Assassin disk 94. 

Picture, if you will, a seay speed 
machine bristling with weapons and 
performarKe-enhandng gadgets [ re- 
ntpd by a technologically-advanced 
engineer. Right r now clear that 
image from your mind and instead 
think of a dodgy, tin-plated piece of 
crap that just about manages to get 
from your house to Sainsburys with- 
out overheating twice, Oh yeah, and 
with a gun glued to the radiator, Yes, 
this is the legend that is„, Super 
Skoda Challenge. 

If you're looking lor 
slick graphics and a 
"pumping" soundtrack 
then you'd best go 
elsewhere, but if 
you're looking for 
japes and chuckles 
you've come to the 
right place. You'll need 
four mates to get the 
best out of this game 
as the screen is split 
into four quadrants 
{are there any other 
sort of quadrants?) with each Skoda 
given it's own starting place on the 
overall map area. The purpose here 
is simple * shoot the other cars while 
staying on the road and avoiding any 
obstacles that may come your way. 

There are ten separate maps for 
you to trundle around in the way 


that only Skodas are a hie to, while 
your pals do the same thing trying 
to hunt you down and blow you 
away. The maps aren't too big and 
with four cars on the road it doesn't 
take long to get behind one of your 
opponents and gun them down, 

There are a random number of 
pick-ups that drift across the screen 
which, when collected, can do any- 
thing from speeding your car up to 
giving you shields. There are unfor- 
tunately some nasty kons that will 
kill you immediately - and these 
always seem to be the ones that are 
heading straight for you I 

I must also mention the editor 
that comes with the game as it real- 
ly adds to the fun r giving you the 
option to build your own tracks from 



scratch, putting in as many nasty 
corners and bends as you want not 
to mention putting in railway tracks 
And the trains that come with them. 
Simple but good fun r especially if 
you've got friends round. 


OVERALL 


67% 





PREMIER PICKS 

Fortiss PD r 

Assassin disk 95. 

Never mind your football manag- 
er programs or your realistic over- 
head foot j sittiSp this is the sort of 
footy game that I can really get 
my taotfi into. It requires no 
knowledge of the basics of foot- 
ball, no interest In the manageri- 
al aspects of football - in fact, the 




gameplay really has nothing to do 
with football at all! Splendid. 

Just watch as the computer 
lays out a grid of playing cards 
three down by six along and then 
torn them over. That's it really. 
The only thing that I haven't men- 
tioned so far is that on the reverse 
of each card are terms that you 
wouldn't generally find anywhere 
apart from on a large green field 
commonly known as a 'pitch'. 

Tes r football meets 'game of 
Chance' in this beautifully -pre- 
sented PD footy game where you 
compete with the computer to 
select the best cards on the table. 
If you Ve lucky you may get a goal, 
a free kick (i.e. another selection) 
or a penalty which allows you the 
chance to find as many j*aal card* 
as possible in a few seconds, if 
you're not so lucky you might get 
a near miss (accompanied by a 
superb "QK that was a tremen- 
dous effort Ir sample) or even foul 
a player, allowing the computer 
to take two free picks as com- 
pensation. 

This goes on until one of you 
picks the half- or full-time icon, 
then it r s time to see how the 
other teams did in their league 
matches and finally take a look at 
the overall table. Substitution 
cards are the only things that 
haven't been mentioned yet 
(allowing fresh cards onto the 
cable) but other than that it real- 
ly is as simple as it sounds - not 
to mention good fun. This is great 
little time waster and one of the 
better presented PD offerings 
both graphically and sonically - 
and you can't argue with that- 


OVERALL 


81% 


FRUIT SALAD 

PD SOfty 

Assassin disk 102. 

All was well in Blobville. The sun was 
shining and the blobs were enjoying 
their normal pastime - jumping - 
when suddenly the skies turned 
black as the evil Triax descend 
ed upon them. With a crackle 
of power he turned all the 
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MORE ASSASSINS 
THAN A NINJA 
HOLIDAY! 

More compilation action thanks to the good folks at 17 Bit 
Software, Fortiss PD and Magnetic Fields- 

ASSASSIN DISK 92 

HILL: Interesting mixture of golf and snooker for two players! 
Good. 

OB LID OX: Puzzle arcade game. Push blocks into their corner* while 
avoiding or shooting aliens- Okay. 

SOLITAIRE SAMPLER: Seen here before- Nicely presented card 
games. 

OVERALL: 68% 
ASSASSINS DISK 94 

VUIBBLE WORLD GIDDY: Needs no introduction on these pages. 
Stunning PP. 

AAECH AMOID: Very weird Asteroid clone with some disturbingly 
strange samples- 

SUPER SKODA CHALLENGE: Simply super* check out the main 
review. 

SKODA EDITOR: Fun utility for the above game. 
OVERALL: 90% (The best PD disk I've had the plea- 
sure of reviewing - Matt). 

ASSASSINS DISK 95 

PREMIER PICKS: ¥ery professional indeed. See main review for 
more details- 

TANGLE: Four-play er # single-screen lighthike game. Doesn't look 
too smart but probably fun with four mates. 


P D Z O 


blobs into mindless pieces of fresh 
fruit given the task of protecting hi-, 
many jewels. His only mistake was 
that he missed one blob - a spunky 
young tyke by the name of Brewster, 
who sets out to retrieve the jewels 
and thus set his people free. 

It all sounds bad enough to be a 
commercial release but it is in fact a 
lovely little platformer out on PP. As 
Brewster it's your task to collect all 
the jewels from each of a number of 
screens made up of platforms,, dead- 
ly spikes and, of course, your former 
mates, now nasty pieces of fruit- The 
fruits aren't that intelligent and will 
ignore you while repeating their set 
guard patterns so you must use your 
natural gift of jumping to avoid the 
bad guys while collecting the jewels 
around the screen. 

Bonuses will appear at random 


around the screen, some in the form 
of action -specific icons such as freez- 
ing the fruits for a number of sec- 
onds and some as letters that can be 
collected to make words giving extra 
lives, etc. 

There's not much more to the 
game in honesty but it's all a heap 
of fun and has a lot of atmosphere 
due to the excellent sampled sounds 
that attack you fairly regularly, along 
with the quirky graphics and nasty 
backgrounds - you'll have to see it to 
really get the full vomit- inducing 
effect. 

It's all nice and simple and relies 
mainly on timing and positioning for 
jumps and jewel collecting, so take 
that and have a jolly old time. 


OVERALL 


79% 



WHITE RABBITS 

All CLR Licenceware dealers, 

diskCLG13. 

Be verwy qwi«t r I'm hunting wabbit* Well, that's not 
true - actually I'm trying to save wabbits, er. rabbits. 

This is another superb puzzler from Andrew Camp- 
hell who created Paradox (81% last issue.!, only this time 
featuring some lovely little rabbits that have to be guid- 
ed to the exit on each Jewel- This is achieved using blocks 
that can be moved to provide stepping stones for the lit- 
tle love. The only problem with this is that not all the 
blocks can be moved in quite the way you would prob- 
ably want - some being restricted to vertical movement 
only, some being restricted to horizontal - 

Another problem is that the blocks will not stop 
unless they hit a wall or another block- This is where 
logical thinking comas into play as you have to move 
irrelevant blocks so that they will stop your main pieces where you want them to go. 

The first few levels are pretty straightforward, but later you will be required to perform 'sim- 
ple' tasks before the exit will appear. These might be to pick up a number of jewels or to collect a 
number of Alarm clacks (thus providing yotl with Hie time necessary to complete the level}- Hazards 
appear as you progress in the form of blocks with pistons above as well as electrified blocks, You 
need to avoid sending bunny off towards walls or static blocks as he doesn't react too well to 
being squashed or crushed under other blocks! 

The game has three levels of difficulty and includes a Lemmings Hike password system to avoid 
going over the same screens. It's all very well presented throughout with the graphics being com- 
pact but cute, with some nice digitised backgrounds and sweet animations while the sound has a 
lew spot tunes and some good sampled affects. 




This is another excellent game that can't really be faulted 
at PD price * don't delay r buy today. 


OVERALL 


82% 


BILLY 
BURGLAR 

PD Soft, disk 2650. 

Nice and simple this one and not 
badly done either. Billy Burglar is try- 
ing to escape from prison and only 
one obstacle stands between him 
and freedom - the searchlights, in 
each screen Billy has to survive for a 
set period of time without getting 
caught in the glare of the lights. If 
they get him well and truly lit then 
it's out with the guns and arm by 
arm Billy gets blasted a way- 
There are a number of static plat- 
forms that Billy can make use of as 
the lights home in towards him 



BOP AND PLOP: Average SEUCK product with some interesting 
sound effects. 

PREMIER MANAGER: Text-based footy management game. Okay 
but not very inspiring. 

OVERALL: 74% (Mostly due to Premier Picks) 
ASSASSINS DISK 96 

DUNGEON FLIPPER: Strange German pin ball game with a unique 
spin on the laws of gravity. 

BACKGAMMON: Very nicely presented conversion of the 
boardgame. Quite quick. 

TUMBLE TOTS: Slightly sick nut good old LCD-style fun with bounc- 
ing babies and buildings on fire. 

RASTER BIKE: Very atmospheric lightbike game with split screen 
for one or two players* Good sound. 
OVERALL: 67% 

ASSASSIN DISK 97 

BUNNY BLAST= Very sick but quite funny. 'Operation Wolf* but 
with wittle furwy wabbits* Arr, bow cute..* ker-splail Ah ha-ha- 
ha-ha! 

MUTANTS FROM MARS: Overhead pwczle game. Try and get the 
aliens to Crash into each other while collecting diamonds. You 
know the sort of thing. 

NEW 5TUGB CfTYi 3D Construction Kit game. Stalk round a mini 
version of New York and kill people. A tad slow* 
OVERALL: 54% 

ASSASSINS DISK 98 

NESTOR: Nicely -presented Soli t jure- Erm... that's it really. 

THf PHONE COMPANY: Interesting puzzle offering* Connect the 

phone network with limited supplies. That sort of thing. 

SKY CHASE: Fly above the city and shoot things. Wow* Wont get 

you writing excited postcards home. 

OVERALL: 61% 


P D Z O 


ASSASSIN DISK 99 

ORG? Excellent Connect 4/Noughts & Crosses variation. Good pre- 
sentation. 

SPACEWARS* Okay little two-pJayer head to head. Feels a bit 'Aster- 
oid- y". 

CRIBBIT: Nice-looking and original tartoony game. See main review. 
PARAHEMMOT: Strange one, this. Space invaders with you on the 
ground shooting paratroopers as they descend. Nothing to write 
home about. 

OVERALL: 7G% 

ASSASSIN DISK 100 

BLODE RUNNER? AMOS crap trying to be Lode Runner. Avoid. 
PATIENCE: Average version of Solitaire. 

MONACO: Accurate copy of the old arcade overhead driving game* 
Nostalgic but not too wonderful. 
OVERALL: 51% 


ASSASSIN 102 

FRUIT SALAD t Excellent, if not a bit strange, pUtformer. Good sam- 
ples and psychaedelic background's. 

REBOUNDS Souped-up Pong. Doesn't do much for the game in hon- 
esty but, ah r the good old days. 

PACSIM: Oh dear, vary poor Pacman indeed. I'd rather play a blank 
disk. 

OVERALL: 75% [Mostly due to Fruit Salad] 


ASSASSIN DISK 101 

MSG AR ACE? SEUCK* yawn* a bit like Spy hunter but not much. 
WACKY WABBIT: CS4-style 'eat plants and avoid the hunter' game 
Fairly poor. 

THE LOST ORCREST: Slow Gauntlet variant. Pretty pathetic, a I 
things considered. 

OVERALL: 45% 


super-trooper fashion, along with 
some moving platforms that trundle 
back and forth across the screen. To 
add to the fun some of the nasty lit 
tie platforms melt only seconds after 
being jumped on ■ great. Billy suffers 
from some fairly heavy doses of iner- 
tia and momentum whic h make it 
just that bit more panic stricken as 
the time limits become more chal- 
lenging and the platforms become 
narrower. It all sounds very simple 
and sparse but once you get into it 
there's actually quite a bit of fun to 
be had from scurrying about the 
place as the fights get faster and 
more clever. 

Short and sweet just like Sheena 
Easton really. 


OVERALL 


71% 


CRIBBIT 

1 7 Bit Software, 

Assassin disk 99. 

This is what J like - no silly plot, 
just a silly game. God knows how 
to describe this because it's mil a 
bit primitive looking but if actu- 
ally has a great deal of character 
hidden down in the depths of its 
program m i ng, 
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As seems to be the case with a 
good number of PD games, Crib- 
bit is a successful mixture of 
known ingredients that combine 
to make a new game altogether. 
Some elements of BouJderdash 
have been incorporated here, 
with objects dropping on your 
head from a height as you burrow 
your way through the level, whiJe 
recognised aspects of the oldy Mr 
Do creap in as there's fruit to be 
collected. There are even Mario- 
inspired mushrooms to he had. 
not to mention a bit of Bubble 
Bobble thrown in for good mea- 
sure. My word, they're all here! 

The aim of each level is to clear 
the screen of mushrooms while 
avoiding the large number of 


fruits that appear from nowhere 
and drop rather heavily On your 
head. Fruits can be a help as well 
as a hindrance, thought as if 
they're collected while they're not 
screaming towards you they actu- 
ally increase your energy levels 
and reward you with an extra life 
should you collect enough* 

It must be about lime to bring 
on the baddy of the plot so here 
he is - a purple thingyl Yes, he's a 
mean bloke, this purple wotsit f 
and will quite happily follow you 
around and drain your energy 
until the 'Game Over' sign makes 
an appearance. Fortunately you 
have a defence in the form of a 


limited number of bubbles that 
can be dropped in any free space 
On the screen. Lead the purple 
plonker into the bubble and 
before you can say 'Patsy Patsy, 
take me now' you are the proud 
owner of a shining gold key 
which allows ynu access to locked 
rooms containing - yes p you've 
guessed - more mushrooms. 

I believe that by now you must 
have the gist of the game and can 
only suggest that you crack open 
your PD Piggy bank and get those 
order forms off today. 



I'VE COME ABOUT THE 
DISKS... 

Now that you're hooked you'll want to know where to get 
your hands on these PD delights. Just write to: 

* 17 Bit Software, 1st Floor Offices, 2/8 Market Street, 
Wakefield WF1 1DH. 
Telephone: (0924) 366982. 

* Magnetic Fields, P.O. Box 118,, Preston, Lancashire PR2 
2 AW. 

* Fortiss PD ( P.O. Box 2, Earl Shjfton, Leicester LE9 SLU. 
Telephone: (0455) 850980. M 
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As you may have noticed, things have been a bit quiet on the 'competition winners' 
front lately, but with the introduction of a new system (namely Matt) things should run a 
bit more efficiently than in previous times. Here you'll find the winning names from all 
the competitions going back to February 1993. If you're one of the lucky names below 
then you can sit back with a smug look on your face and wait for that magical morning 
when David gets up extra early, puts on his toot hf airy outfit (a slightly frightening 
thought, I'll grant you) and leaves a special present on your door step - just like cats do 
with dead mice. Hmm, yes, well anyway, eyes down for a full house. 


WIN A TRIP TO EAAAAERDALE 
FARM! 

Way back in February we got together with Psyg- 
nosis to offer you the chance to journey to the 
real Emmerdale with a friend Weil, the lucky vis- 
itor will be,,, Jason Bagshaw from Manchester. 
Well done that man - get your wellies on, The ten 
runners-yp, who each win a copy of Creepers (if 
it ever comes out), are,., 

Dave Kelly, East Grinste^d 

Peter Smith, London. 

Alison Docherty, Edmonton. 

An^bflle Kaspar, Manor Park. 

Rob Dewick, Seven Kings. 

John Knight, Sheffield, 

Paul Stringer, South Wales 

Mike Parker, Catford. 

Da ue Hunt, Cambridge. 

Alex John, Kent, 


WIN H.R. GIGER GEAR! 

Thanks to Cyberd reams, Vernon Hayes from 
Gravesend is now the owner of a set of Giger art* 
books, while these ten runnesr-up get a copy of 
Darkseed and a giant Giger poster: 

Darren Marsh. Blackpool. 

J. Gardner, Kidlington. 

Les Pitt, New Maiden- 
Eddie Christie, Scotland, 

Alan R. Dexter, Leicester, 

Stuart Price, Petorlee. 

A. J. Glover, Swindon, 

James Arthur, Surrey. 

5. Rose, South Ockendon. 

Nicholas Marshall, Halesowen, 



WIN THE COMPLETE HIT 
SQUAD 1993 COLLECTION! 

All you needed to do was complete the scintil- 
lating sentence pr l would gladly sell my granny for 
a new Hit Squad game because. ..." to win this col- 
lection, Some of the highlights included being 
sick of getting soap on a rope for Christmas and 
not being able to play with granny cause she was 
dead. Oh, how hilarious you all are. Sick winners 
are: 

Thomas Williams, South Croydon, 
K. B. Evans, Derby- 
Barry Cornell, Sunderland. 
Brian Bartell r Co. Durham. 
Sun dip Jangi, Hayes, 


WIN A MOUNTAIN BIKE! 

Last May we were able to offer one lucky reader 
a Sahara Elite Mountain Bike worth £500(ish) 
thanks to Interplay. And the winner is... G, L 
Mortley from Wymondham - huzzah! Ten runner- 
up prizes of T-shirts and Lost Vikings games go 
to: 

I. Sherwood, Banbury. 
Garig Grant, Melksham. 
Dominic Cook F Borne mouth, 
G. Newman r Northhampton. /.^fct^fc 
Way n e H ar ri s 0 n, Ne wrn a r ket . i^^^^^ 
Samuel Young, Darlington, 
L. Taylor, Gainsborough, 
Dave Smith. Grimsby. 
Peggy-Ann Holmes, Attleborough, 
S. Bullen, Marston Moretaine. 


WIN THE TOP-FIVE GAMES' 

Five lucky people had the chance to get their 
hands on the top-five charted games in our March 
Chart Attack compo. The winners are: 

Corinne Barker. Little ham pton. 

Toby Strang e r Somerset. 

Simon Cann, llfracombe. 

Matthew Au ton, Nuneaton. 

Gill Stevens, Burba ge. 

WIN FIFTEEN ASSASSIN 
GAMES DISKS! 

Fortiss PD were kind enough to offer ten lucky 
readers the chance to get their grubby paws on 
a nice bundle of PD treats The lucky winners are: 

A .Tom koto wicz, Nr Tewkerbury, 

Steven Cruick shank, Mitch el dean. 

Ian Morris. Stafford. 

Ron Meacham, Tarn worth. 

L. Bamblett, Etwall, 

Lisa Pringle, Northumberland, 

Pete Stabler Swindon. 

Phil Mo nag nan, Mars worth, 

Philip Dawson, Stockport. 

D All port, Bradford. 

WIN A DAY IN A NATURE 
PARK! 

Simon James from Daventry is the winner of our 
May competition to take his family to a nature 
park, also collecting a copy of the Grand si am 
game Beavers into the bargain. Five readers also 
collect their very own copy of the game,, they are: 


Alexandra Dodsworth, Erith. 
Barry Fro man r Basildon. 
David Shanks, Lanark, 
Keith E Han kin, Aid ridge 
K. Brown, Otley. 


A GAME OF 
MONOPOLY! 

Thanks to Supervision, Robert Cornwall from Bar- 
to n-Le-C I ay is the proud owner of a copy of Euro- 
pean Monopoly following our May competition. 
Five readers will also be receiving a standard ver- 
sion. They are: 

Andrew Mayes, Hull. 

Jane Egrnore, Norwich. 

Mike Smith, Southampton, 

Da re 1 1 Hearne, Basingstoke. 

David Grimshaw, Guildford. 


WIN CRISPS, CRISPS, CRISPS! 

Robin Wigs from Surrey is a very lucky man thanks 
to the Psygnosis competition we ran in April's 
issue as he now has a free copy of 
Walker plus a year's supply of 
crisps winging their way across 
the country. Four other lucky 
people also get a copy of the / J ^h-^m 
game, plus one box of Walkers 
crisps. They are: 

Jason Davelin, South Wingfield. 

T, A. Ferris, Peterborough. 

lain Gorman, Selkirk. 

K. Collins, Bedford. 


WIN A JOYSTICK! 

Thanks to those nice people at Special Reserve, in 
April we were able to offer twenty readers a 
beautifuly-c rafted Competition Pro joystick. All 
you had to do was come up with a joke incorpo- 
rating the words "special", "reserve' or "joystick". 
As you can imagine they were all quite poor but 
we picked some winners anyway, they are: 

James Twitchett r Southgate. 

Jake Florek, Runcorn. 

David Mag ill, Co Londenderry. 

Stuart Wright Broadgreen. 

Jane Gibson, Frodsharn, 

Fernando Arreza Martin, Barcelona, Spain. 

Tony Bishop, Wi lien ha LI. 

Ashley Cashin, Nottingham. 

Joe Miles, Chippenham, 

Michael Jones, Birmingham. 





Karmin AIL London. 
K, Lumley, Middlesborough, 
S B O'Keif, Surrey. 
Brian Cline, Bournemouth. 
Michael Knight, Enfield. / ^ V 

Stephen Knap man, Ux bridge. 
John MacieocJ, London. 
1 Bob Hastings, Milton Keynes. 
Keith Lyons, Essex, 
Jenny Powell, Glasgow, 
Michelle Horrocks, Abridge. 

WIN SOME CDs! 

Psygnosis were kind enough to offer our readers 
the chance to get hold of ten free CDs, and the 
winner of this superb compo was Aaron Donohoe 
from Burton- On -Trent with... 

There once was a lemming from Psy gnosis. 

Who had a bad case of halitosis. 

The doc gave him a pill 

An d a very large hiH 

And said ear mints in very large doses. 
Five CDs, LPs or cassettes go to Darly Booth from 
Ramsgate, who knows why he got a prize r with 
the five runner-up prizes going to; 

Mike Vound, St Albans, 

Steve Morris, Burnley, 

Paul Shelley, Newcastle- Upon-Tyne. 

Sean Wat son r Belfast. 

Martin B infield. Roth well, 

WIN AN A1200! 

Hey, Marc A, Thomas from Fishguard in Dyfed. 
you have been hand picked (by the lovely Jenny, 
no less) as our A1200 competition winner!! 
Thanks to all our readers for a marvellous 
response to this competition, the ten runner-up 
prizes of Gremlin's Legend Of Sorasil go to: 

M. J. Smith, Lincoln. 

Stuart Phillips, South Benfleet. 

Scott Stevenson, Rickmans worth. 

G. Saunders, Dover. 

Paul Charles. worth, Newark. 

James Harkin, Coventry, 

B . Reed, Waltham Cross, 

Carl LLoyd, Chester. 

K. Osborn, Grimsby. 

B. Wonnacott, Waltham Abbey. 


WIN BILLIONS OF PD 
GAMES! 

Following our July competition five readers will 
be receiving a copy of 1 7-Bit Software's double CD 
collection filled with the very best PD has to offer. 
They are: 

Stuart Swan, Berwick on Tweed. 

George Birkinshaw, Garforth. 

Simon Romans, High Wycombe. 

Andrew Tuttey, Belper. 

J. S, Smith, Sheffield. 


WIN ANOTHER JOYSTICK! 

We all went a bit joystick crazy back in July with 
PowerpJay offering fifty people the chance to get 


mm 


their hands on a lovely new piece. The oh-so- lucky 
winners are: 

Scott Shaw, Midlothian. 

C, Han nan, Chester. 

Paul St rattan, Upminster. 

Michael Murphy, Ilkeston. 

Roger F. Grace, Loughborough, 

Pamela Hammour, Stockport. 

Trevor Williams, Plymouth, 

R. Wheelwright South Glamorgan, 

Matthew Lewis. Fa m ham 

R Wilkes, Cheshire. 

Stephen Wilson, West Denton 

M. Bewsher, Cockermouth. 

Jarrod Smith, Chesterfield. 

Jamie McTrusty, Cran brook. 

William A Mead, Aberdeen. 

Andrew Tuttey P Belper. 

C. W. Colver, Aylestone. 

D. Nicholson, Dorchester. 
D. Brought on, Street- 
Julian Chad band, Westcliff-On-Sea. 
A. Quinney, Colchester. 
Chris Jukes, Chesterfield,, 
Alarster Cook, Valleyfield. 
David Atkinson, Shipley. 
Michael Jones, Wuinton. 
S. P. York, Gosport. 
Paul Gibbs, Bournemouth. 
Paul Hales, Abingdon, 
R, Wakefield, Wisbech. 
LeeTsang P Moulton. 
Andy Ash, Newport. 
Marcus Hartup, Dun holing. 
Richard Bird, West Norwood, 
Jamie Lewis, Bishopston. 
Matthew Geeson, Grantham. 
Christ ing Co u per, Caithness. 
M. Rowe, Warrington, 
Ken Robinson, Ashford 
Kevin Pollard, Fartown. 
Richard Orton, Hinkley. 
Thomas Leaky, Southampton. 
Simon Boulden, Rorfiney Marsh 
Claire Baldwin, St Anns. 
S. D. Wyles, East Grinstead. 
C. Payment Tun bridge Wells. 
Gary Symington, Corby. 
Peter Ware, Hjnkley. 
Andrew Clarke, Atherstone. 
Scott Donnison, Winchester. 
A. Mitchell, Wadebridge. 
Jon Weeks, S Glamorgan. 


WIN GAMES! 

(RECOMMENDED COMPO 3) 

Each of the following people win a piece of soft 
ware: 

Massimo Corizza, Orpington. 
Lee Edwards, Wickford, 
Mark Reynolds, Mr Swindon. 
Adam Da vies. East Molesey. 
James Rowell, Market Deeping. 
James Argent, Cheshunt. 
Paul Gulbert, Edinburgh. 
Jonas Pehrson, Orebro, Sweden 
Jeff Anderson, Tasburgh. 


Qregor Lennie, Bishopton. 

WIN GAMES! 

(RECOMMENDED COMPO 4) 

Each of the following people win a piece of soft 
ware: 

Joseph Young, Ripon. 

James Gilbert, Newcastle-under-Lyme. 

Peter West, Harlow. 

B Grke, Worthing. 

Barney Walsh, Bolton. 

Stuart O'Neill, Tamworth 

Richard Cooke, Middlesborough. 

Todd Jordan, Brighton. 

Jake Florek, Runcorn. 

C. Wilby, Chelmsford. 

WIN GAMESI 

(RECOMMENDED COMPO 5) 

Each of the following people win a piece of soft- 
ware: 

Andrew Terry. Aberdeen. 
Jamie Mat hew Biles. Ship ton. 
Emma Dowdswell, Kidlington. 
Scott Dinsdale, Newcastle. 
Michael Borella, London. 
A, Rutherford, Motherwell. 
S. Humphries, Baswkh, 
Brptt Mansfield, Kinmel Bay. 
S. J. Riley, Egha m. 
David Rimmer, Cuffley. 


WIN GAMES! 

(RECOMMENDED COMPO 6) 

Each of the following people win a piece of soft- 
ware: 

A. G raysmark, Soufhwick. 
Chris Hall, Mangotsfield. 
Richard Ryhs Roberts, Todmorden 
Steven Donnelly, Ken da I 
D. Norton, Haverhill. 
Jonathon Slade, East borne 
Martin Brown, Stanley, 
Andrew Bell, Lis burn. 
Christopher Fells, Rotherham. 
Mark Rogers, Preston. 


WIN GAMES! 

(RECOMMENDED COMPO 7) 

Each of the following people win a piece of soft- 
ware: 

Matthew Geeson, Gran than. 
C. Cobain, Saltney. 
lan Price, Milton Keynes, 
Daniel Plumb, Stockport. 
Christine Couper, Caithness. 
Stephen Hillier, Stockport. 
Ski Pearm, Sitting bourne. 
Marc Harrigan, Nr DritwicK 
H. Pascoe, Helston. im^^^mX 


1. 


Chris Jukes, Chesterfield- 


Congratulations to you all f 
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Oh no - the summer's nearly over! But while that may mean floods of tears 
and intense sadness for some, it's a positive blessing for us gamesplayers. 
At last we can quite happily retreat to the darkened confines of our bed- 
rooms and tinker on the Amiga without mum or dad moaning at us to go 
outside and get some fresh air. Pah! Parents! What do they know? As far as 
we're concerned it's roll on winter! But what should you be playing on your 
computer over the coming months? Well, you could do a lot worse than try 
out some of the tippet y-top titles listed below, believe you me— 


The Aquatic Games 


Publisher 
ls»*ue Reviewed 
Memory 

Price 


Millennium 
October 1992 
51 2K 


84% 


Although this lypti of 'waggle your sticks sport game 
went old wHh Noah. Trie Aquatic Games injects new life 
into the old dog by Introducing a number off unusual 
events. Packed full Of cartoon V visuals and aided by a 
bouncy soundtrack, the AG'S Should enlertain most 
owners with a sense of humour. 



Publisher 
Issue Reviewed 
Memory 
Price 


Krisalis 
April 1 9 93 
1Mb 


90% 


*0 


Yes, Arabian Nights is yel another platform game, but 
dont pawn and turn over the page because this one Is 
really something rather special. It's fast, looks good, 
sounds terrific and plays superbly, but on top of thai 
It s got some excellent arcade adventure 1 aspects to 
add a touch or depth. Smart stuff all round. 

Archer Maclean's Pool 

Virgin Games 



TfH. ***** 




Lr 



V 


i- 





Publisher 
Issue Reviewed 

Memory 
Price 


90% 


October 1 992 

512K 

£26.99 


»**• • Bui © Esuti 


When Jimmy White's Snooker was released, the public 
Hypped It up In droves. Archer has used the sumo frame 
^riLfin^ in produce a game which is arguabry better 
than Snooker due to the lad that Pool is a more 
accessible and easier to play sport. If you mhisad out 
on JWW$ Ihen icoud better pot this un. 



Assassin 

Publisher 
Issue Reviewed 
Memory 
Price 


Team 17 
November 1992 
1Mb 
£25,99 


92% 


Assassin is a Si rider based arcade sbooVem-up which 
blows the rest of Ml* rest of the reeble attempts clean 
out of tho water. With perfect control, Awe massive 
levels, gorgeous graphics, inspiring sonics.^ Meed 
we go on? Assassin should be in everybody's 
software collection, now! 




Battle Isle 93 

Publisher Blue Byte 

Issue Reviewed August 1 99$ 

Memory 1Mb 

Price £29.99 

H you liked Battle Isle Ihen you'll love this. Its 
basically more the same but wtlh an enhanced control 
interface ripped from HiSlorvNne. Once again you have 
10 pit your armies of tanks, troops and space fighters 
against the enmy hordes. For Whose of us who thought 
we'd never enjoy a strategy game rt'S a godsend. 


90% 



92% 


1 c 


J 
I 



85% 



Beast 3 


Publisher 


Psygnosis 


Issue Reviewed September 1992 
Memory 1Mb 
Price £29.99 

Whilst the first two Beast games worn lovely to look at 
but Crappy to play, Beast 3 show exactly how it should 
have been done- It s still dreamy to watch but 
underneath the visuals there's a fight stonker Of a 
ga me. The Cleverly designed puzzles and frantic non- 
stop action should keep most entertained for weeks. 

Body Blows 

Fublisnei Team 17 

Issue Reviewed March 1 BWJ 
Memory 1 Mb 

Price £25.99 

Veuve read Ihe hype and we^e had the phone calls 
but now, at last, Body Blows is here. And - yes! - it is 
better than Street Fighter 2. the graphics and sound 
are as excellent as you^e come to expect from Team 
1 7, and the rum pin" gameplay is last and furious. Every 
Amiga gamer, baafemup ran or not, will love this. 

The Chaos Engine 

Publisher Renegade 
Issue Reviewed February 1993 
Memory 1 Mb 

Price £25.99 

It s been an age in the making but the wait bas pusi 
dboul been worth It, TCE is basically Gauntlet wttfti 
hrtobs on - but what knobs! Computer-controlled, 
yrtilicialJy-intelligent second player, music that 
Changes with the action, RFG-IIhe character 
development, the list goes on. Great fun, all In all. 


R E C O 


D E 


Chuck Rock 2 


Publisher 
issue Reviewed 
Memory 
Price 


Care Design 
April 1993 
1Mb 
£25 99 


86% 


90% 


CR2 stars baby Chuck Jnr in a perilous trek across 
lUdS Of gorgeously-detailed and heavily-oaratlajsGd 
scroll? levels in en attempt to rescue his dad, the 
famed Chuck Rock. Although familiar platform stuff, 
the huge, Imaginatively-drawn baddies and tongue-in- 

•vht-uk hijmyu' rriMku^> this Li winner. 




Civilization 


Publisher 
Issue Reviewed 
Memory 
Price 


M i crop rose- 
August 1992 
1Mb 
£29.99 


81% 


93% 


Sid Meier does it again - and you thought he couldn t 
beat Railroad Tycoon! Your job? Evolve your populace 
up from the Stone Age to the 20th Century and 
beyond. The strain of the port from PC to Amiga shows 
sometimes In the disk accessing, but the involving 
strategic gameptay more than compensates- 

Combat Air Patrol 



Publisher 

IsauL- Reviewed 
Memory 

Prke 


Psygnosis 
April 1993 
1Mb 
£29.99 


89% 



In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Corneal JUr 
Patrol. It s a flight sim with its eye firmly on payability 
rathur than rigorous technical accuracy, 30 While fit 
may not impress the Sim hard-liners the rest of us will 
have a whale of a time. The 3D, by I he way, is great. 


1 ** 




Crazy Cars 3 

Publisher 
issue Reviewed 
Memory 
Price 


Titus 

August 1992 

912K 

£25.99 


90% 


90% 


Another series of games where the third proved to be 
the best of the bunch. Forget the previous two, or 
most other sprite-based racers - this game is one of 
the contenders lor the racing trophy. It scroJls, plays 
and moves so well thai you'd be a loot lo lei this one 
overtake you, 



Desert Strike 


Publisher 
Issue Reviewed 
Memory 
Price 


Electronic Arts 
April 1 99 3 
1Mb 
£29.90 


93% 


88% 


oef imtely EAs best Meteor rve-to-Amlga conversion 
yel, OS has you ilylng a state-of-the-i^i iittatk c mim. - 
around hostile desert territory. Its s thmhJng mam 
shoovem-up basically, with excellent graphics and 
sound and flawless payability r A classic, and actually 
oeiter than its MegaoVrtve inspiration. 




Dune 2 

Publisher 
Issue Reviewed 
Memory 
Price 


Virgin Gamt^ 
July 1&93 
1Mb 

£30.90 


90% 


86% 


From Wesrwood, the people who brought you the 
equally recommended Kyrandia. comes this N a very 
playable and beginner friendly strategy game in the 
Sim Cily mouid. Harvest spice, fight rival Houses, 
become ruler of Arrakis and have fun, Thi s is good 
Stuff lor Strategy buff and novice a like, 




* * * 


Fireforce 


Publisher ICE 

Issue Reviewed October 1992 

Memory 5 1 2K 

Price £25.09 

Yet another blast from the past, Fireforce has 
■distinctly Green Beret orig ins. Who ceres where it 
comes from when the end product is this good? 
Violence and mere violence (with some distinctly 
realistic throat-slitting) make this norkrontslly scroller 
a game which you should hide trom your granny. 

Flashback 

Publisher US Gold 

Issue Reviewed March 1 993 
Memory 1Mb 
Price £25.99 

Flashback is from ihe French geezers wot brought you 
Another World. If truth be told it's not quite as 
Stunning as that classic but it's a close run thing. The 
animal ion oi *our character as he runs, jumps and 
fights his way, Prince ol Persia like, through the alien 
world is superb. A platform game fan's dream. 


Goal! 

Publisher 
Issue Reviewed 
Memory 
Price 


Virgin Games 
June 1993 
1Mb 
£25.99 


The game thai would be Kick Oft 3 Is linally here and 
it's a scorcher! While not as instantly accessible as 
some of its rivals there's a wealth of option that you 
can toggle on and off to make life easier, In our book 
it's not quite Ihe Sensi beater that some would have 
you believe but it's great none -the- less. 


Gunship 2000 


Publisher 
Issue Reviewed 
Memory 
Price 


MicroPros 
July 1*93 
1Mb 
£34.99 


Have we had to watt for this one: Don! worry, though, 
it's been worth i1. Oiice again the 'Prose people have 
come up trumps with what Is undeniably THE 
helicopter sim on Amiga. Super-last contoured 
landscapes, wingmen, oodles of firepower and long- 
term challenge make this any flyboy's nexl 'must buy. 

Indy Jones IV (Adventure) 

Publisher US Gold 

Issue Reviewed January 1993 
Memory 1Mb 
Price £37.90 

Many consider Indy IV to be the best graphic 
adventure ever and thanks to its superb graphics and 
sound, multiple plot paths and marvellous atmosphere 
they're not far wrong. However, on Amiga tha 
enjoyment is marred slightly by extreme slowness in 
places and some annoying disk swapping problems. 

Ishar 2 

Publisher Silm arils 

Issue Reviewed July 1993 
Memory 1Mb 
Price £29,99 

Yet more adventures In Arboreal The game engine has 
been tweaked and cleaned up here and there, but 
technically it s not that much ol a leap over what the 
first Ishar offered. All the same It's good, long- 
lasting entertainment, even it you can still spend 
too much lime wandering lost. 



RECOMMENDED 


Hoi 


Publisher 
ls$ue Reviewed 
Memory 

Price 


Ho-llyware 
August 1 9 92 
512K 
£25.93 


A super- cute platform Jobber that constantly 
astounds, Hoi is a surprise star on the Amiga. 
Help the- 's^ur through five bloody huge levels In 
one of the most smoothly playable games yet. 
With real garneplay variation this looks set to 
become a timeless wonder. 

The Legend of Kyrandia 



86% 


Lotus 3 


Publisher 


Gremlin 




hh'miii issue Reviewed October 1992 
Memory 512K 
Price £25,9* 

The third Lotus instalment mixes the best ot the two 
previous offerings and ends up with a flame which will 
satisfy all. With laps ot circuits, i variely of race 
conditions and an unusual course designer, Gremlin 
have produced a real winner. You still can"! wreck the 
LoU*ses. though! 


Publisher 
Issue Reviewed 
Memory 
Price 


Virgin Games 
November 1 992 
1Mb 
£29.09 


93% 


90% 


McDonalds Land 


A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
turned-to^stone Grandad is by defeating the mad 
jester Malcolm flhe besl villain to have appeared in an 
Amiga game yet). Lots of truly gorgeous graphics and 
an inspired player interlace. 

Legends of Valour 




Publisher 
IbbUL 1 M evicted 
Memory 

Price 


US Gold 
December 1 992 
1Mb 
£25 96 


92% 


94% 


LoV uses an amazing graphic unglne to generate the 
mosl realistic 3D environment you ever seen! It gives 
you total freedom of movement in the fantasy 
gamewOrld and makes this one of the most 
atmospheric RPGs yet! Destined to be hailed a 
classic, you'd be foolish to miss it. 


Lemmings 2 

Publisher 
Issue Reviewed 

Memory 
Price 


Pysgnosis 
March 1 993 
S12H 
£25.99 


On yes! They're bach! Topping what must be THE 
Classic game ot the laSl few years was never going to 
he easy but DMA Design have done a lop job. There 
are liny new abilities la loam (some Lems can even 
fly!) and increased player into radon Whh the scenery. 
Just as much fun as the original ever was- 


Lionheart 

Publisher 
Issue Reviewed 
Memory 
Price 




91% 



Thalion 
March 1993 
1Mb 
£25/99 


91% 


87% 


German coders are art a DH Of a roll at the moment, 
What with Mo Second Prize and now this, a hack-n- 
Slash platform romp. Boasting some of the most 
Stunning scrolling parallax scenery you've ever seen 
and tight, addictive gameplay, this Is a terrific title 
that Is an essential part Of vOur software collection. 

The Lost Vikings 




Publisher 
issue Reviewed 
Memory 
Price 


Interplay 
June 1993 
1Mb 

£25.99 


90°/ 


O 


93% 


The Lost Vikings is 9in arcade adventure with a 
premised very similar to Gobiiflns 1 , I.e. you have three 
ehariit:1t?r* uiider your control ca-ch o' whom have 
different abilities, and you have to use Itiem In the 
nq-ht order to solve puzzles, Fortunately it's far 
better than that game. Indeed. Us one of the 
best I his year! 



jij. 


Publisher 


Virgin Games 


Issue Reviewed December 1992 
Memory 1 Mb 

Price £25.99 

Yet another attempt to do' Mario on the Amiga, Ihis 
one succeeds thanks to Superb payability and some 
interesting twists on old piatformlng themes. Of 
course it & barely got an ounce ot originality but who 
cares when the game's this much fun? Want a greai 
platform game? You got MS 

Monkey Island 2 


Publisher 


US Gold 


Issue Reviewed July 1992 
Memory 1 M t* 

Price- £37,99 

Whal else is there left 10 say? The game to end all 
graphical adventures with genuine humour and 
gorqeous hand-paintod graphics improves in every 
way Over the original <a task In itself). The disk 
accessing Is a trifle too much bul the overall packaqc 
is one Of the best you II ever see on me Amiga. 

No Second Prize 


Publisher 


Thalion 


Issue Reviewed December 1992 
Me mo ry 1Mb 
Price £25.99 

NSP is arguably Ihe 1ir*l bike game to actually make 
you Keel like you're aslrlde a throbbing metal monster. 
Where it scores moil over Its predecessors k» the 
ease of control the player has over the bike - Irs sheer 
bliss! Virtually faultless, il ranks alongside Such Other 
racing classics as Lotus and Fl GP< 


Putty 


Publisher System 3 

Issue Reviewed October 1992 


Memory 

Price 


1Mb 


A high-flyer In the charts - and deservedly so, Putty is 
one Of the most original Games, let alone platform 
names, to have appeared in 1 long time. As a liny Utile 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
from an evil wizard s minlons r Try It - you'll Ilka It! 


Sensible Soccer V1 . 1 


Publisher 


Renegade 


Issue Reviewed December 1992 


Memory 
Price 


S12K 
£2599 


Here at The One we don t care what you OR your 
mates say - Sensisoccer kicks seven bells out of Kick 
Off 2. Instinctive control and out-and-out 
addlctlveness make 11 a Joy la play, and the improved 
goalies In this revised version have produced a qai 
that* near flawless! 


RECOMMENDE 


Shadoworlds 


Publisher 
Issue Reviewed 
Memory 
Price 


KHsaUs 

November 1 992 
1Mb 


88% 


85% 


Troddlers 


Publisher 


Storm 


From the same boys wtlO Brought you Shadowlands, 
Shadoworids re-employe Hie PhOtoscape system to 
flood e#sc1 In IMS Aliens-inspired RPG. The accents 
mor& on action here than the puzzlle-oHenlatod 
Shedowlands and arguably suffers for It - shooting 
monsters in half-darkness can get annoying at times! 

Street Fighter 2 




Issue Reviewed October 1992 
Memory 51 2 K 

Price £25.99 

A puzzle game which Is firmly Lemmings Influenced, 
Troddlers adds lo the DMA classic by Introducing a 
number of different level objectives. IF anything it 
a little rnorc tv Solomon s Kay than Lemmings with its 
emphasis on block manipulation as a means Ic 
guiding the Troddlers to the level uNI 


Publisher 
Issue Reviewed 
Memory 
Price 


US Gold 
January 1 993 
1Mb 

627,99 


89% 


W '" 9 Commander 


Street Fightei 2 on true Arnhga Isn't half bad at all. It's 
not as smart as the 5NES version, agreed, and die- 
hard IHIS OF Ilia COin-Op may be disappointed by some 
Of the graphical omissions like the lack ol parallaxed 
backgrounds, bul there s still no denying that this is 
one ol the Amiga's better beat-'em-up* or late. 




Publisher Origin 
Issue Reviewed November 1 992 
Memory 1Mb 
Price £29.99 

It's the PC-to-Amiga conversion no-one thought we'd 
ewer see, but here it is and it s not hall bad. Irs got 
everything the PC version had and Is thus just as 
irnpres&hre. Although Hie 3D can be sluggish at times, 
the superb reeling of actually taking part In a big 
space campaign pulls you through the occasional lulrS. 


Superfrog 

Publisher 
Issue Reviewed 
Memory 
Price 


Team 1 7 
April 1993 
1Mb 


93% 


89% 


Worlds of Legend 


Publisher 


Mind scape 


Forget Zoo i - this is I he real Amitiri Sonic-beater", Like 
all Teem 1 7's games h looks and sounds marvellous^ 
but the gameplay Is what really makes the game 
shine- From Ihe conlrol IhrOugjh the level design to 
the dlHicuUv, Its aN been brilliantly thought-out. You 
wont ft&vij so much sheer fun in a long time- 


Syndicate 

Publisher 
Issue Reviewed 
Memory 
Price 




Itcu* Reviewed June 1 993 
Memory 1Mb 
Price C2G.99 

If you missed last years Legend then you should make 
for it right now and gel this. Its a simply superb RPC 
which uses a near-identical control system- It's got 
plenty of action and buckets of atmosphere. If you're 
the sort of person who normally erfrvgts in horror at the 
thoughts of RFGs then this will convert you. 


Electronic Arts 
July 1993 
I Ufa 
£26.99 


88% 


87% 


Zoo I 


Publisher 


Gremlin 


Cross Bladerunner wflh a Sam Peckinpah movie end 
what do you get? Syndicate. From Bullfrog, I his Isn't 
perhaps quite In the same league is Populous 2 or 
Fcwermonger but It's damn fine all the same, 
especially if you like your computer game violence 
gorey and realistic. Dead smart. 




Issue Reviewed October 1992 
Memory 1Mb 
Price £25.99 

Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this tribute' to the sad consoles. 
Fast, hnious and manic in every way, Zool is a 
statemenl to industry thai the Amiga can perform as 
well as the plastic slabs - and better! There'l nothing 
like 2ool to Impress your mates. 



It seems like only a month ago that we were here last, posing you some cunning conun- 
drums. But that's probably because it was. All you have to do to win one of ten pieces of 
software up for grabs is write the answers to the following three questions on the back of a 
postcard or sealed envelope and send them to: Recommended Compo 9 r THE ONE, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU to arrive here by no later than September 
28th. The first ten correct entries we select after the closing date win. 

(1) Who (or what) is the "Ed 1 we often amusingly refer to? (That's obvious - Ed.) 

(2) What was the name of TV's famous talking horse? 

(3) What was the first name of Cracker jack s presenter 'Stewpot? 
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Next Month with Simon Byron. 


Let's just get one thing straight: 
I don't enjoy lying to you. My 
parents were very strict with me 
as a child and if they caught me 
spreading any fabrications (like 
telling my mates I'd been 
allowed to stay up to watch 
Blake's 7 and then attempting to 
describe the colour of the mon- 
sters even though we only had a 
black and white telly at the 
time), they'd force me to read 
Pinocthio over and over again 
whilst tugging at my nose with a 
pair of pliers. Then they'd march 
me to the family automobile, 
place me face down behind the 
car, tie my feet to the rear 
bumper and my hands behind my 
back before driving off at top 
speed until my teeth had been 
ground back to my gums. 

But that wasn't the worst Of it 
- swearing carried a far greater 
penalty. My mum used to prop 
my eyelids open with a couple of 
sewing needles before my dad 
blew sand in my face- Then, 
after they'd finished their fun r 
they'd chop my hands off so that 
all I had to try and remove the 
irritation was a couple of bloody 
stumps. 

So as you can see F with a strict 
upbringing like that, I try not to 
tell fibs or swear (words like 
'crap' and 1 bloody' are added by 
Dave who then highlights them 
and sends the issues back to my 
family, just to get me in trub). 
Okay P so I know last month I 
promised we'd review Fran tie r r 
Stardust, Blastar and Apoca- 
lypse, but due to circumstances 
beyond our control they never 
turned up. 

Well, you must be thinking, 
what will be in next month's 
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issue? As far as we're aware 


the games which have placed 
their towels over a number of 
pages are Apocalypse, Star dust r 
Burning Rubber, Blast a 5 D-Hero, 
F-117A Stealth Fighter 2, Dog* 
fight, Ambermoon, Tensai and 
Overdrive. We may r just may r 
have reviews of Uridium 2 r Dark- 
mere and Frontier (but remem- 
ber, I said 'may'). 

Features? You bet- the Summer 
European Computer Trade Show 
is just around the corner and 
there'll be a huge report on 
what's hot Amiga-wise. We've 
also got a couple of ideas for 
other features but they're as yet 
unconfirmed and l r d hate to get 
your hopes up. 

As for the disks, well, have we 
got a demo for you. After 
months of thumb-twiddling we'll 
be proud to present one of the 
most impressive demos an 
Amiga mag has ever had the 
privilege of giving to its readers. 
We're not at liberty to disclose 
exactly what it is but you'll fove 
it - I've just dribbled down my T- 
shirt and I've known about it for 
months. Plus there'll be another 
disk packed full to the boot- 
block with playable demos of all 
the latest releases. 

There's just one last thing that 
I'm allowed to mention. We'll 
have an EXCLUSIVE Work In 
Progress of one of the most 
talked about games of the year 
and a sure bet for Christmas 
Number One. It's violent, it's 
hard and we're the only ones 
brave enough to report back 
from the combat xone. Trust us - 
it'll be B-l-G. 

Right, must go now, the Octo- 
ber issue beckons and Dave's 
going on holiday. Time to have 
fun... 





